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And in the 
beginning... 



WOW! 

That's the only way I can describe how the 
last month has hit the Nintendo gaming 
world, E3 has truly opened the door to what 
is seemingly more than just 'another world'. 
Nintendo's resilience as a company has 
finally been spread out amongst the gaming 
community in a flash of awesome light, and 
believe me, I don't think many people had 
enough time to shield their eyes. 

Welcome to issue one of Nintendo Gamer. 
Readers and fans of N64 Gamer will be more 
than familiar with this magazine's crew and 
their dedication, and for first time readers, 

I can say is it's good to have you aboard. 
We've worked hard to make sure we 
the perfect magazine to usher in the 
wave of Nintendo goodness, 
issue with a big focus on the 
launch of Game Boy Advance, as 
comprehensive look at this 
power-house that is 
sit back, buckle up and 
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Every month Nintendo Gamer will keep you up to date on everything Nintendo 



1 1 E3 Activision's Tony Hawk presence was 
very strong, and we got to play the next 
installment in the Hawk franchise. Here we 
have some of the PS2 shots, but we've been informed that 

Neversoft will actually be doing the GameCube version from 
scratch, meaning the team can take full advantage of the 
more superior hardware on the GameCube over that of the 
PS2. The game boasts a very in-depth create-a-skater mode 
that offers more choices than you could imagine, as well as a 
huge array of new levels for you to explore and unlock! The best 
feature however, is the new ’revert' action, this will now allow you 
to use vert ramps and quarter pipes in the middle, beginning or end 
of your trick combo. A simple push of one of the shoulder buttons 
means your skater can continue his or her line of trick even after 
coming down off the ramp. The scoring system is going to be 
astronomical. 
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T his issue we're bringing 
you the tidbits of info 
and some sneak 
previews of games on the way 
to your favorite Nintendo 
console rather than focusing on 
Nintendo industry news. E3 was 
a festival of games that were 


almost ripe for the picking, so 
what we're doing is acting as a 
kind of 'menu' for you to 
choose from (don't get too 
picky though), and believe me 
when I say there's going to be a 
three course meal with a LOT of 
dessert (chocolate topping?). 


i 

i 

i 





Activision making 
waves on GBA! 


it) to Tony Hawk 2 for GBA was 
there. The booth was the most 
crowded amongst the third 
party booths and it seemed like 
Activision's huge licenses 
(Activision 02 sports revolution, 
Marvel Comics and even the 
Weakest Link) were what 
everyone wanted to see. So 
being the informative magazine 
we are, I took some time out to 
bring you a look at what you 
can expect from Activision in 
the coming months right 
up until the 2002 
release of GameCube 
here in Australia. 


® espite the fact that 

Kosta and I camped out 
at the Nintendo booth 
for most of E3, we did get a 
chance to look at what some of 
the other companies in the 
game had to offer. Activision, it 
seems, had the next most 
impressive booth at E3 as they 
were showing off Tony Hawk 
on almost every platform, 
including a real ramp! (yes the 
man was there skating his pants 
off). Everything from Tony 
Hawk 3 for PS2 (although this 
game will be coming to 
GameCube so it was ok I play 
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Nintendo 

GBA 

Goodness 




side from the third party 
support that was on 
offer, Nintendo's booth 
also had a few GBA games for 
us to peruse when the lines for 
the GameCube stands got too 
big. We got a look at some of 
the cool stuff Rare is offering us 
for Game Boy Advance, as well 
as an update on the much 


anticipated Golden Sun. But a 
personal favorite of mine, 
Advance Wars, got a keen 
workout from yours truly and 
can be checked out in the 
preview section amongst some 
of the other games that were 
shown. Have a look at how 
much GBA goodness you'll be 
able to take in soon. 





© 3 wasn't just a place of fun and games, behind closed doors 
THQ was hard at work securing more games for your 
money. Signing the Majesco team, THQ have ensured that 
Australian gamers won't miss out on titles such as Earth Worm Jim, 
Aerial Aces, Dark Reign or Iridion 3D. The signing represents a 
growing interest in the Australian gaming market and is a sure 
sign our games industry here is on the rise! So check out 
THQ’s GBA line-up to whet your GBA appetite! 


THQ signs 

Majesco 
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Jl t)ur aim is to completely enga| 
perse the game player by combi 
y best elements of technology, a 
game play, and story line" 












Where did they 
come from: 

Atari ST, Amiga, PlayStation, 

PC, and GameCube 

A Multitude Of Hits: 

Dark Legions (PC), Blood 
Omen: Legacy Of Kain (PSX), 
and Eternal Darkness 
(GameCube) 

Break K Down: 

Silicon Knights was formed in 
1992 after their first game, 
Cyber Empires, was published 
throughout western markets. 
Their most successful hit was 
Blood Omen: Legacy Of Kain, a 
mature title that had huge 
success in the early days of the 
Sony PlayStation. They then 
began work on an RPG called 
Too Human (for PlayStation) 
and an original psychological 
thriller by the name of Eternal 
Darkness (for N64). 
Development on both titles was 
consequentially stopped and 
moved over to the GameCube. 

In Bed With Nintendo: 

Silicon Knights began work on 
Eternal Darkness for the N64 as 
an independent developer and 
since its debut at the E3 2000 
show, Nintendo were so 
impressed with the firm that 
they immediately bought up a 
portion of the company and 
made them an exclusive second- 
party developer. Much like 
Nintendo and its first and 
second-party development 
teams, Silicon Knights shares the 
same vision and strive for 


quality in all their products. 

"Our aim is to completely 
engage and immerse the game 
player by combining the very 
best elements of technology, 
art, music, game play, and story 
line” 

- Silicon Knights 

Where Are They Now? 

Developing games exclusively 
for Nintendo's next-generation 
consoles as a second-party 
developer. 

A Word With The Boss: 

At E3 we had the pleasure of 
speaking with Denis Dyack, 
president of Silicon Knights, and 
discussed many things. 

On the move from N64 to 
GameCube 

"We were able to accomplish a 
lot more with the new 
technology. I don't think you're 
going to see a lot of launch 
titles that look like a fifth or 
sixth generation product like 
this. There's a lot of content and 
gameplay so it was a mutual 
decision by Silicon Knights and 
Nintendo." 

On how far along Eternal 
Darkness development 
was for N64 

"We were basically done." 

About the difference in 
the GameCube version 

"The content is basically the 
same. The cameras are a lot 
more dynamic; we're achieving 
60 frames per second, 24-bit 


colour (the N64 had 16-bit 
colour so there's a big difference 
there). The centurion character 
has more polygons in his 
character than the game used to 
have in a single refresh on the 
N64. As he is [made up of] 

5500 polygons, all with multiple 
texture passes. Lighting, bump¬ 
mapping, shiny maps, you name 
it, he's got it." 

On the absence of Too 
Human and other 
Nintendo products 

"Generally the outlook on the 
whole Nintendo family (of 
software, including Too Human) 
is certainly pretty evident that 
we could have showed a lot 
more games but what we are 
concentrating on now is making 
Eternal Darkness the best game 
it can be, for launch. So for Too 
Human and other products, 
there will be announcements 
made later. Quality is what it's 
all about, and people who were 
disappointed that Too Human 
didn't show shouldn't worry 
because there will be 
announcements and it will 
come." 


On how GameCube 
stacks up against the PS2 
and X-Box 

"If you take a system like the 
PS2, you have a series of 
bottlenecks in graphics for 
texture-mapping. Look at the X- 
Box and you have a pipeline 
problem, a typical PC problem. 
The GameCube has no pipeline 
problems; it has very fast RAM, 
very good audio, as you can see 
it has awesome graphics (yes 
we can see). Graphic display can 
push as many polygons as you 
need to, and at the end of the 
day it's the most balanced 
system and it's easy to develop 
for. The architecture is solid and 
easy to understand, and for 
other systems sometimes just 
getting something to work is a 
nightmare." 

On the upcoming 
console war 

"It's pretty clear to me already, 
Microsoft (X-Box) and Sony 
(PlayStation 2) are in for a 
brutal fight for second place. I 
think the GameCube is going to 
be pretty dominant this next 
generation." 


On the GameCube 
hardware 

"The GameCube hardware is 
very good and it was very easy 
to get to where we are right 
now (in terms of Eternal 
Darkness' completion). It's the 
best hardware we've ever 
worked on, hands down. The 
overall architecture is suited for 
making games." 


On the future 

"The bottom line is, we're not 
going to push to do a lot of 
games we're going to push to 
do quality games." 


Special thanks goes to Denis 
Dyack for giving us his time on 
the show floor. 
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Tendo Gl*be 


Thursday 7th June 


Special E3 Edition 


MORE GEEKS THAN YOU CAN 
SHAKE A STICK AT ATTEND E3 


0 3 is a treasured event 
to most gamers, as it is 
one of the only times 
that press and public get to 
meet and hang out with their 
favourite gaming characters, 
but it seems the sentiment is 
not shared. Several anonymous 
Nintendo icons have shouted 
their protests, aimed squarely at 
'geeks’. A certain *M' capped 
hero went on record to say, "I 
thought I’ve seen geeks before, 
but wow! These guys put those 
damned Goombah's to shame." 
Figures show that E3 had more 
geekage-per-square-meter than 
any other place on earth, bar 
Microsoft's offices. As a certain 
squirrel says, "when you have 
an expo dealing solely with PC 
and videogames, the majority of 
the people that show up are 
going to be f#@*$n geeks". 
Thanks to Billy and kosta. 



E3 expo in Brief... 


According to Luigi the Xbox 
controller "was designed by 
somebody who had no sense of 
reality. Either that or he smoked 
way too much crack" 

Super Smash Bros. Melee has 
a "s@$t load of Nintendo 
characters". 

Shigeru Miyamoto went 
on record saying, "Man, we 
sure made Xbox our bitch at 
E3". If by record you mean a 
complete lie. 

To try and stay true to the 
original the developers of 
Metroid Prime will reveal a 
secret at the end of the game, 


something along the lines of 
Samus being a drag queen or 
Mother Brain turning out to 
be Krang from the classic 
cartoon series Teenage Mutant 
Ninja Turtles. 

Tony Hawk 2X for Xbox was 
crap because the controller is as 
big as a real skateboard. 

Americans that try and 
speak Japanese to Mr. 
Miyamoto are going to get 
laughed at really hard. 

Americans have a problem 
with their brain that causes an 
excessive use of the words; 
'tight', 'wigida' and 'word'. 


E3 "Booth Babe" accuses 
game star of harassment 


Every year at E3, game 
companies try to woo press to 
try out their new products by 
placing scantily clad women at 
their booths, simple yet 
strangely effective. This year 
however, it was more than 
passing press that took to the 
so-called 'booth babes'. It 
seems that a certain well known 
gaming icon thought he’d get, 
as he puts it "some lovin' " 
from a babe at his respective 
company's booth. Out of 
respect for both parties in the 
upcoming lawsuit, the accused 
will remain anonymous and 


simply be referred to as ’Mr X'. 
Attorney for Mr. X, a pink 
puffball otherwise known as 
Kirby spoke for its client in a 
rather squeaky girlish voice, 
"Look my client Pik..., oops I 
mean Mr. X, (giggle) has been 
misunderstood by thus said 
booth babe (giggle). We intend 
to prove Mr. X's innocence by 
testimony from a series of 
character witnesses (giggle)." 
Kirby then went on to suck up 
members of the press one by 
one stealing their powers. More 
news as this story breaks. No 
one was hurt in the interview. 
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The introduction of a new Nintendo 
console usually means the introduction of a 
new Mario game, with Nintendo's 
GameCube this is not the case, instead we 
are treated to a unique new Mario game 
starring his younger and albeit thinner 
brother, Luigi. 

The game begins as Luigi investigates a 
mysterious mansion he's inherited. Mario is 
nowhere to be found, so armed with a 
flashlight Luigi quickly realises that the 
mansion is haunted and that his older 
brother is in trouble. 

Upon stumbling into a room full of 
ghosts Luigi is saved by a strange doctor 
who is apparently conducting research at 
the mansion on the behavior of, you 
guessed it, ghosts. Luigi is then armed with 
a vacuum cleaner along with his flashlight 
and sent on an errand to clean the mansion 
of all its haunts. The premise is simple but is 
sure to engage gamers due to its style and 
atmosphere. 

Graphically the title boasts some of the 
best special effects ever seen in a 
videogame, things like Luigi's flashlight 
creating amazing real-time lighting and 
shadow effects all help add to the overall 
atmosphere. Ghosts appear and disappear 


with gorgeous transparency effects and you 
can use the vacuum cleaner to suck up 
curtains or even mist from a refrigerator! As 
a result Luigi's Mansion shows off some of 
the advanced graphical capabilities of the 
Nintendo GameCube rather than merely 
displaying a high-polygon count (although 



it does that too). 

Luigi is brilliantly animated and 
brought to life as he reacts to situations in 
the mansion. For instance, if Luigi is weary 
of the next room you'll see his hands 
shaking as he goes to open the door. 
Another, and ultimately funny example is 
when Luigi gets too close to a ghost and 
proceeds to scream his lungs out and, in a 
very funny animation, fall backwards 
crawling on all fours. 

The game makes excellent use of the 
GameCube controller as one analogue stick 
is used to control your flashlight and the c- 
stick to control Luigi's movement. Luigi’s 
Mansion will release at GameCube's launch, 
and will bring gamers a unique adventure 
with some amazing creepy special effects. 

■ Kosta Andreadis 


“...so I says 
to Mable, I 
says...” 
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Star Wars Rogue Leader: Rogue Squadron 2 
is not only a testament to the power of the 
GameCube's hardware, it also serves as 
one of the first games to vividly recreate 
the intensity and feel of the original Star 
Wars trilogy. 

Developed by Factor 5 in conjunction 
with LucasArts, the same team behind the 
N64 original, you once again take on the 
role of Luke Skywalker and Wedge Antilles 
to battle the evil Galactic Empire as the 
leaders of the infamous Rouge Squadron. 

The game takes place during Episodes IV 
- VI and to kick things off is a level based 
on the Battle Of Yavin and the destruction 
of the first Death Star (with the renowned 
trench-run included). Rouge Leader includes 
eleven air-to-air and air-to-ground missions 
taking place at well-known Star Wars 
locales like Bespin, Tatooine and Hoth. As 
Rogue Leader you also get to pilot 
legendary vehicles like the X-Wing, B-Wing 
(finally!), A-Wing and Snow Speeder. 

If you think the visuals in this game look 


like they were ripped straight from the 
movie, you're right because in actual fact 
they were! Rogue Leader contains the exact 
same ship models ILM used in the creation 
of the special edition Star Wars movies, 
with X-Wings, Star Destroyers and even the 
Death Star being recreated perfectly by the 
GameCube hardware. 

The inclusion of real-time weather 
effects like the rising and setting of the twin 
suns of Tatooine (which remarkably are 
their own sperate light sources) all help 
make this the definitive Star Wars action 
game. 

The GameCube doesn't even seem to 
break a sweat as it handles dozens of Tie 
Fighters, a Star Destroyer, an X-Wing 
squadron, a rebel frigate, countless texture 
effects, eight separate light sources, a 
blazing sound track and movie like surround 
sound effects all at a staggering 60 frames 
per-second. Even more amazing is that this 
is only a first-generation game! 

■ Kosta Andreadis 
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negotiate your way across a vast array of 
'backyard-style' levels, each with it's own 
obstacles and enemies to overcome. The 
control method is incredibly simple, with a 
PIKMIN allocation button (basically the 
button you press to set PIKMIN to their 
tasks). The analogue to move yourself 
around and the 'C' stick to control your 
PIKMIN around you (a strategic 
implementation that lets you sneak your 
PIKMIN up on enemies). 

It all works seamlessly well, with you 
being able to control up to 100 PIKMIN at 
one time! All this happens with no slow 
down and some of the most beautiful 
textures I've ever seen in a video game, you 
could swear you were really outside in your 
own garden. 

■ Stephen Farrelly 


► DEVELOPER: Nintendo (EAD) ★ 
GENRE: RTS (of sorts) ★ 
AVAILABLE: 2002 ★ PLAYERS: 1 ★ 


Mr. Miyamoto...makes waves doesn't it? 
The mere mention of the name is enough 
to erupt an entire room of skeptical 
journalists into an uproarious cheer, it's 
also a name that can mean the difference 
between simply ignoring a game or 
pricking your ears up to listen to what the 
genius has to offer. 

Enter PIKMIN, a strange little game that 
puts you in the spaceboots of a curious little 
alien who has crash landed on a strange 
little planet. Unable to open his spacesuit 
due to poisonous gases in the atmosphere, 
it’s up to you to help him find his lost 
spaceship parts in a desperate attempt to 
get off the planet. But you won't be able to 
do it alone, strangely enough, the little 
spaceman can call on the help of a native 
plant like creature to join him on his 
journey. 

Sound unique? You bet! The PIKMIN not 
only help you, but you can also help them. 
You see, it seems as though these hard 
working little guys are at the bottom of the 
food chain on their planet. However, you 
can bring them together in great numbers 
and teach them the value of 'over¬ 
powering'. By this I mean, certainly a 


PIKMIN won't be able to take on one of the 
strawberry-like aliens (we don't know the 
name of these guys yet), but give him a 
team of 20 other PIKMIN and it's a whole 
new ball game. 

PIKMIN allows you to traverse and 
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We all knew Nintendo and Rare would 
have something magical up their sleeves 
for GameCube's showing at E3, and 
while Nintendo introduced their quirky 
RTS like PIKMIN, Rare sat back and 
sluethly unveiled their own new title that 
would turn more than a few heads. 
Kameo: Elements of Power, puts you in 
command of the very cute Kameo, a 
young native to her home-world who 
has taken it upon herself to search 
for the four children of light. Along 
the way Kameo will have to enlist 
the help of various creatures also 
native to her planet, ranging from small 
dinosaur like critters to huge beasts. As 
Kameo you have to capture these creatures 
(gotta catch 'em all) and link with them 
psychically, giving you the ability to 
control their every move. The more the 
creatures trust you, the more attacks 
and moves you can learn. Also, in 
addition to capturing them, Kameo can 
help them to evolve Pokemon style! It 
all makes for an interesting idea, and 
certainly Rare has let loose some of 


their creative muscle in the creation of this 
enchanting fantasy tale. 

Although the version of this title I saw at 
E3 was a mere 30% complete, the vision 
and imagination that Rare have injected is 
more than prominent right from the get-go. 
At the title screen alone we see a sweeping 
camera view of one of the levels of the 
game. Everything is lush and beautiful in 
Kameo’s world, with flowing rivers, creeks 
and looming hillsides complete with exotic 
trees and plant life, all abuzz with strange 
and unique creatures. 

The control scheme Rare have used, also 
works to perfection (helped by a flawless 
controller design), Kameo has her accessible 
creatures ready to use thanks to the well 
placed X and Y buttons. She can also access 
her pouch and toggle which form she wants 
appointed to which button, it all fits snugly 
into your hand with everything at your 
fingertips! Kameo is looking mighty nice 
and given the size of Rare's N64 projects, 
you can rest-assured this title will have 
'epic' written all over it. 

■ Stephen Farrelly 


DEVELOPER: Rare ★ GENRE: Role Playing Adventure it 
AVAILABLE: 2002 ★ PLAYERS: 1 ★ 
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as Falco has decided to pursue a solo career. 
Slippy has moved to a research lab for R&D, 
while Peppy has retired to a life of mission 
support. This leaves the adventurous hero 
alone to tackle the job of keeping the 
galaxies peace. 

Other parts of the original story have 
remained intact however, with General 
Scales maintaining his status as the evil 
overlord, and the Cloud Runner characters 
have also been retained although, now, only 
one is available for Fox to use (they were 
the dinosaurs that basically act as pets for 
you to command). The version we played at 
E3 was far from complete, but was looking 
absolutely stunning showing off the 
GameCube's awesome colour palette and 
texture library. Look out for this one. 

■ Stephen Farrelly 




DEVELOPER: Rare * 

GENRE: Action/Adventure ★ 

AVAILABLE: March 2002 ★ PLAYERS: 1 ★ 


At E3 2000 Nintendo and Rare 
showed off a promising looking 
action/adventure game called 
Dinosaur Planet. With an ambitious 
story, involving characters and an 
immersive world of fantasy, Dinosaur 
Planet seemed to be Rare's answer to 
EAD's Zelda games. 

Slated to be one of the last games that 
would appear on the N64 before Nintendo 
released their upcoming GameCube, 
Dinosaur Planet was among the most 
anticipated of Nintendo's final game 
endeavors before venturing into the next- 
generation market. 

The game, however, disappeared recently 
off N64 release lists, and raised the question 
as to whether ithad been bumped to 
GameCube as a launch title. Also, at about 
the same time, a rumour was floating 
around suggesting the games main 
characters, Sabre and Krystal, had been 
replaced with EAD's Star Fox. Although 
many people dismissed this, Shigeru 
Miyamoto himself hinted at this 
development at E3 2000. 

So now, after E3 2001 and the full 
unveiling of the Nintendo GameCube, the 
speculation and wait is over as the rumours 
have all come true, enter Rare's Star Fox 


Adventures: Dinosaur Planet. 

Taking the Star Fox universe, Rare has 
tweaked their story a little to cater for the 
introduction of Fox Mcloud into the worlds 
they created for the original N64 version of 
DP. The game's story actually takes place 
some eight years after the events of Lylat 
Wars for the N64, Fox is now on his own, 
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DEVELOPER: Nintendo ★ 

GENRE: Comm. RPG ★ 
AVAILABLE: TBA ★ PLAYERS: 1 ★ 


You may have read a preview of this 
game in some crappy magazine that 
no longer exists (I think it was called 
N64 Gamer or something stupid like 
that). Back then however, it was merely an 
import preview for N64, now the game is 
scheduled to arrive on the GCN. The game 
is now confirmed to make it to the US, and 
if were lucky, leap-frog its way to Australia. 

In Animal Forest you arrive at a town 
looking to start a new life and as such you 
must meet new people, find a place to stay 
and obtain work. The world in Animal 
Forest is extremely adaptive and realistic 
featuring real-life increments of time as well 
as full seasons. 

When you start the game you set the 
clock and one hours game time will be one 
hour real time and the seasons will change 
according to the time of year, so leaves will 
fall in autumn and it will snow in winter. 

The driving idea behind Animal Forest is 
realism in gameplay so each character in the 
game has their own personality and you will 
be able to form friendships with different 





characters. 

Trying to emphasise the realistic element 
of gameplay, your characters actions are not 
bound by a linear path or objective you 
must follow, so instead of working to earn 
money you can go fishing, play music or 
entertain yourself however you feel fit. To 
add more variety you can save your game 
and transfer your character into a friends 
game and find items in their village that you 
may not have in yours and communicate 
with the people in their town. The towns 
will evolve differently based on how you 
respond to various text based conversations 
that present themselves. 

Although an in-depth game, it carries the 
classic Nintendo look with different animals 
representing various characters. You buy 
your house from a raccoon, get your mail 
from a pelican and can bump into the local 
constabulary represented by a dog. You can 
even play Nintendo classics in the game 
including Donkey Kong and a few others. 

■ Andrew Bulmer 
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Seeing this 
game in 
motion is 
pure bliss 
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as little as 300 polygons each, and almost 
no textures, they have differentiating 
colours, but beyond that, they don’t really 
need anymore. 

This helps to keep the skaters moving at 
a consistent framerate around the course, 
and everything runs at 60fps - it all seems 
too amazing to be true. But it is and it 
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works. 

The buttons work well considering their 
separation from each other and the 
difference between the GBA configuration 
to that of the N64’s. The A and B buttons 
basically act as ollie and grind, while the L 
and R buttons are used to flip and grab, it 
does take some getting used to, but once 
you play it for a few minutes, you easily 
become an old hand. 

Vicarious Visions have stated that the 
development of the game ran quite 
smoothly despite the intricacy of the title, 
and have also said that they are hard at 
work on the third instalment of the game 
for Game Boy Advance. Exactly what new 
features will be in THPS3 is as yet unknown. 
All we can say about this game is buy it! 

■ Stephen Farrelly 


DEVELOPER: Vicarious Visions ★ 
GENRE: Skating ★ AVAILABLE: Now ★ 


PLAYERS: 1 ★ 

##••••••••••••••••••• 

To say that we at Nintendo Gamer love 
Tony Hawk would be an understatement. 

Those of you that have been following this 
magazine back when it was N64 Gamer will 
know that the Tony Hawk franchise is 
amongst our favorite all time games, and 
for good reason. 

The idea behind such a game is so 
innovative and unique that it's a wonder it 
took so long for the games to come out. 

But here they are, in all their glory, as such, 
skateboarding has launched to new levels of 
success turning an extreme underground 
passion, into a mainstream sport. 

But this isn't a bad thing, not by a long 
shot, because now we get to enjoy the very 
core of what started it all, in the palm of 
our hand. I am of course talking about Tony 
Hawk 2 for Game Boy Advance. 

Activision’s booth was the home of the 
amazing Tony Hawk 2 for GBA, and believe 
me, this game rocks. Vicarious Visions have 
implemented an amazing idea that has the 
total skate area stationary as a bitmapped 
image, this means that the backgrounds can 
be displayed in high resolution, the camera 
pans smoothly around your immediate area 
with no break up in image. This helps to 
create the sense of speed and movement 
needed with a free-roam game like Tony 
Hawk. The skaters have been composed of 































Street Fighter versions, as well as gun 
games like Time Crisis and Point Blank. 

Now, however, with the simplicity of 
porting these forgotten treasures, Final 
Fight (and hopefully more amongst them, 
Samurai Showdown anyone?) is set to 
invade your palm. Following the same story 
of the original and utilising levels from the 
arcade that were taken out of the SNES 
version (for lack of space!), Final Fight One 
takes you back to the streets of LA, were 
you must track down Cody's girlfriend and 
bring her kidnappers to justice. 

It works in the innocent sense of 
videogame madness, and in the end, you 
don't need a plot or expensive breath¬ 
taking FMV, all you need is a quick button¬ 
bashing finger. The GBA will allow two 
players to play on separate screens with the 
use of the Link Cable, and will certainly 
have you and a friend basking in unholy 
violent goodness as you co-op your way 
through the levels kicking sprite ass. 

■ Stephen Farrelly 


► DEVELOPER: Capcom ★ 

GENRE: Beat 'em up * AVAILABLE: TBA 
2001 ★ PLAYERS: 1-2 (Link Cable) ★ 


If there's one thing about the GBA that is 
becoming abundantly clear, it's that the 
machine was built to bring that arcade and 
console goodness of old back into the 
light. 

There are many young gamers out there 
that will have never even heard of Final 
Fight (a crime, let me tell you), that 
however, is all about to change thanks to 
the GBA which we here at Nintendo Gamer 
are dubbing 'retro gaming god'. Final Fight 
was one of the most prolific and popular 
'beat 'em ups' of its time. 

A huge bashing skulls quest provided a 
co-op two player game with an endless 
array of baddies and levels for you to 
button mash your way through. There were 
three selectable players, Cody, Hagar and 
the ever popular Guy. Each sporting their 
own moves and personality, the game had 
almost everything games of that time 
required. 

Of course as time progressed, the beat 
'em up was replaced with arcade fighters 
like Mortal Combat and ten million different 
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DEVELOPER: Nintendo ★ GENRE: Turn Based 
Strategy ★AVAILABLE: Augusts PLAYERS:1^ 


Game Boy Advance is so cool, it combines 
the best of what is currently available in 
the market, with retro gaming goodness, 
all in a pocket size gaming machine. 

The potential for the system is huge, and 
it’s easy to see why. Tony Hawk 2 is already 
pushing the system as far as it can 
seemingly go (we all know that developers 
find ways to do more and more with the 
system as they learn to understand it better 
over time), and it's all just the beginning. 

But amongst the games that go above 
and beyond the hardware, are the simple 
yet highly addictive games that focus on 
content and gameplay innovation, Advance 
Wars from Nintendo is one of these games 
as it utilises the idea of strategy and 
cunning over draw dropping effects. 

Using cartoony graphics you’d expect to 
find in late 80' early 90's arcade machines, 
Advance Wars sets out to pit you against a 
mortal enemy in war time situations. This is 
brought about by having to take hills and 
city's from the enemy in order to strengthen 
your hold on the disputed land, as well as 


enable strategic support positions. 

Other confrontations include everything 
from desserts to dense forest, fighting 
tanks, aircraft and boats. There is so much 
in the game to keep you occupied during a 
conflict, that you can easily play the game 
for hours on end. 

Advance Wars offers an in-depth tutorial 
for you to understand the best tactics and 
strategies, but it also allows you to develop 
your own ways of defeating the enemy, and 
it all plays in a turn-base approach that truly 
suits the game. Trial and error will teach you 
exactly how many men it will take to take 
out tanks, as well as how many tanks it'd 
take to take out an enemy stronghold. 

The game boasts a huge gameplay 
experience that will ultimately have you 
coming back for more and more (well that 
and your tutor is a cute Military Advisor). 

It's not known at this stage whether the 
game will support two or four player link 
capabilities, but we'll let you know soon. 

■ Stephen Farrelly 
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My eyes get just a little watery at the 
mention of Commander Keen, the old PC 
game that used to occupy me for hours 
on end. The upcoming GBC game is set 
to do the same thing as you control 
Commander Keen through three different 
Alien worlds in search of super powered 
crystals that will save the world. 

Each world contains a number of 
different levels with various puzzle 
elements as well as the slime pits and 
various aliens that we became 
accustomed to during the earlier games. 
Commander Keen will also feature the 
classic Pogo Stick that enables the young 
Commander to bounce his way to higher 
platforms and advance through the 
levels. Amongst this current age of retro 
re-releases Commander Keen stands out 
as a true classic and icon, a tribute to 
video gaming of old. 

■ Andrew Bulmer 







For those of you unfamiliar with the 
world of Spidey, the Sinister Six are a 
group of six (surprising that) of his most 
infamous enemies including Dr. Octapus. 

In this latest adventure Spidey's Aunt 
May has been kidnapped and in order to 
save her he must fight his way through 
muggers, thugs, and his bitter enemies in 
a very similar way to the Sega Master 
System game which pitted Spidey against 
various popular enemies and the Kingpin 
in a run-of-the-mill battle for good. 

Armed with new attacks and power- 
ups you fight your way through eighteen 
levels of platform bliss for a final 
showdown with the Doc (final until the 
next game that is). 

A Spidey game that is actually going to 
come to Australia, it should prove to be a 
fun fling for fans of the web-slinger and 
lovers of platformers alike. 

■ Andrew Bulmer 



•••••••••••••••••••• 

► DEVELOPER: Mermaid Studios ★ 

GENRE: Sports ★ AVAILABLE: TBA ★ 
PLAYERS: 1-2 ★ 

• ••••••••••••••••••• 


Earlier this year Infogrames signed a deal 
that will enable them to develop games 
based on the Peanuts universe until 2006, 
and the first game out under this license 
will be Snoopy Tennis. 

In the game you choose a character from 
a list of eight from the Peanuts universe 
and guide them through the championship 
mode. You also have the opportunity to 
unlock four other characters including 
Woodstock (that little bird that always sat 
on Snoopy’s kennel) and Snoopy. 

The game is based strongly on the wolrd 
portrayed in the comic s and cartoons as 
you will find yourself playing in familiar 
locations including Charlie 

Brown’s backyard. With two player link 
capabilities and several mini-games the 
potential is definitely present for this game, 
although, for it to follow in the successful 
footsteps of Mario Tennis is a big ask and 
will certainly stand as a measure of this 
games playability. 

■ Andrew Bulmer 



NINTENDO GAMER © 
































































































You've seen the screens, 
read the reviews (actually 
you probably just looked at 
the scores), and heard 
constant praise about it, 
but read on as we give you 
our thoughts from an 
arduous test-run. 

Steve, Andy and Bryce get their hands around a firm playable object 


Test Run 







FIRST REACTIONS 



STEVE 

Mmmmmmmm baby SNES... 

It's like holding a miniature 

SNES in your hands! Except it 
has it's own screen, my first 
reaction also involved squeeling 
like a girl Ned Flanders style. 

ANDY 

Oh my god! This thing is so 
small and the translucent blue is 
really sexy. Then 1 thought I've 
got a GBA and no one can take 
it from me!' (except when Bryce 
took it home- sigh). 

BRYCE 

First reaction? "Wow, so sleek! 
And it's mine!!!". 1 was really 
impressed by the shape and 
design, also the arctic blue is 
without a doubt the sexiest 
colour. 



STEVE 

Need I say it again, it's a mini 
SNES, and it fits perfectly in 
your hand, I would have liked it 
even if it was bigger, it's a mini 
SNES! 



ANDY 

The GBA might feel a bit small 
for people with larger hands 
but with normal sized hands I 
haven't found any problems. 
The GBA fits more nicely 
into your hands without 
strain in the wrists, which 
was a major problem for 
5 GBC. 


In one word, perfect. The unit 
is thin, not like the original 
Game Boy, and is made up 
mostly of a huge wide-screen. 
Also, holding it horizontally 
means that our hands are now 
perfectly spaced. 


A size 
example 
with game 


THE FEEL 


STEVE 

It's so light, it's incredible. And 
it's as powerful as a Super 
Nintendo! The controls are just 
perfect, Nintendo's ergonomic 
department have done their 
homework, and it definitely 
shows, the more you use it the 
more comfortable it becomes. 


ANDY 

The new orientation was a 
drastic change but the 
ergonomic difference is easy to 
recognise. It's comfortable with 
smooth edges and shoulder 
buttons that hold your fingers 
like a stubby holder holds a 
stubby. 


BRYCE 

The feel of the unit in general is 
very solid...with the possible 
exception of the shoulder 
buttons. They feel a little too 
soft, and aren't quite as 
ergonomic as I had hoped. 
However, all indications are that 
we will learn to adapt. 
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THE BUTTONS 


STEVE 

The button placement works 
really well, I thought Nintendo 
would consider the four button 
X f B, Y and A configuration, but 
the shoulder buttons make up 
for the lack of X and Y. 

ANDY 

It takes a little while to find a 
comfortable position that allows 
access to all four buttons 
without strain, but once you've 
found that point everything 
seems to be in an ideal position 
for gaming ease. 


BRYCE 

The two buttons on the face of 
the GBA are exactly right. The 
shoulder buttons feel a little bit 
weird, and reaching all buttons 
feels at the moment like a little 
too much effort. Why oh why 
are there only two buttons on 
the face though? We need four, 
and with all the SNES 
conversions and the level of 
control we all seek in our new 
games today, this seems like a 
design oversight. But that aside, 
the A and B buttons work 
perfect and I do like L and R. 



Cam from 
HYPER plays 
his imaginary 
GBA 


(The sounds 


A nice close- 
up, in case 
you haven't 
seen it yet 



THE SCREEN 


STEVE 

One of my gripes with the GBC 
was the size of the screen, 
now, at a 50% increase, the 
GBA's screen works incredibly 
well. In a word - 'perfect'. 

ANDY 

The new screen doesn't require 
such direct light for you to see. 
however, the screen is 
noticeably darker than the GBC 
screen, not a huge problem 


with a good light source but at 
times a distracting aspect. 

BRYCE 

The screen is massive! You 
really have to see it to 
understand just how big it is, 
and the higher resolution 
brings up graphics crisper than 
an N64 on a 68cm TV. It is still 
not backlit to keep it cheaper 
and sturdier, so you need a 
direct light-source. 



STEVE 

Factor 5 really know their 
sound. Using a good set of 
earphones means you can get a 
Dolby like experience out your 
GBA games, can you ask for any 
more than that? 


blocking out whining from 
certain editorial bosses. 


BRYCE 

Surprisingly good. Tons of 
speech in Mario Advance 
displays a good solid sound 
chip, and the music is much 
better than any other hand-held 
out there. It's not up there with 
the PSX or anything, but the 
sound quality increased as much 
as the graphics have. 


ANDY 


The only bleeps you'll hear from 
this machine is if there is a Jerry 
Springer game. The sound 
quality is fantastic with some 
kickin' music for F-Zero. Even 


better through earphones, 
which has the added bonus of 


ALTERNATIVE HOUSEHOLD USES 


STEVE 

1. 'GBA AB Blaster 2000' 

2. Alternative to television 

3. Alternative to bed 

4. Alternative to girl friend 

5. Alternative to life 

ANDY 

1. Coaster 


2. New age 'techno' paper 
weight 

3. Doorstop 

4. Survival kit item used to 
reflect sunlight 

5. A menacing solid object 
useful for robbing convenience 
stores, bottle shops and service 
stations. 


BRYCE 

1. Mirror. Switch it off and the 
screen is quite reflective. 

2. Wide screen TV in your doll's 
house. 

3. Clay pigeon when you go 
skeet shooting. 

4. Use to bribe certain sexual 
favors out of certain Nintendo I 


editorial staff 
members. 

5. For playing 

games 

dagnabbit!!! 


Shaves close 
as a blade, 
or your 
money back 
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development teams lead 
by Mr. Miyamoto and 
an unrivalled number of 


superior partner 
companies around the 
world whose game 
designers and engineers 
are working exclusively 
for Nintendo," 


Introducing... 

An Australian E3 story 


W riting an intro to this 
years E3 is one of the 
hardest things I've ever 
had to face, mostly because of the 
overwhelming sense of Nintendo 
loyalty that is currently coursing 
through my veins. 

You see, before E3 I knew that 
Nintendo would do well, in fact I 
can confidently say that I knew 
the console wars would be won 
by them hands down. But a lot of 
other people, lets call them 
'skeptics', believed that the same 
mistakes Nintendo 'supposedly' 
made with N64, would simply be 
carried over to the GameCube, 
this is a common mistake, and not 
from a biased point of view either. 

The fact of the matter is, E3 
was Nintendo's E3, they said that 
it would be as far back as 


Spaceworld 2000, and they 
proved themselves right. You 
could ask anyone that was at the 
show who was the most 
dominant, and The Big N will be 
the first company they mention. 

But the real winner (and I 
know this sounds corny) is the 
gamer. There is no question that 
Nintendo has the gamers in mind, 
and as a result, a return to the 
very beginning of what gaming 
used to be about [fun] has 
returned. 

This, however, is only the tip of 
the iceberg and even though 
these games kicked ass, you know 
Nintendo has about twenty billion 
more aces up their sleeves. 

So wonder in and have a look 
at what Nintendo had to offer at 
this years E3 - it's all very cool. 
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Its all about attitude: 

A 


) 


Some may look at Nintendo's 
E3 motto this year as simply 
just that, a motto, but The 
Nintendo Difference is as 
important to the industry as it 
is to the future of Nintendo. 

There hasn't been a time like 
this in the videogame industry 
since the days before the great 
videogame crash of the mid 
1980's, that is, a time where the 
market is becoming saturated by 
gaming systems that are only 
separated by name and not 
exclusive content. 

More and more publishers 
are looking to bring their titles 
to all platforms meaning that it 
wouldn't make any real 
difference what platform you 
decide to buy, be it an Xbox or 
PlayStation 2, the content is the 
same and only the price 
becomes the deciding factor. 

Those are the sentiments felt 
by Mr. Satoru Iwata, one of the 
board of directors at NCL 
(Nintendo), and with their 
upcoming duo of GameCube 
and Game Boy Advance The 
Nintendo Difference will 
become ever present as 
Nintendo, through careful 
planning, will re-establish their 
importance to the videogame 
industry. 

1. Innovation 

"At the heart of the Nintendo 
Difference, we have the best 
development teams lead by Mr. 
Miyamoto and an unrivalled 


number of superior partner 
companies around the world 
whose game designers and 
engineers are working 
exclusively for Nintendo," says 
Peter Main, executive vice 
president, sales and marketing, 
Nintendo of America Inc. 

If anything, Nintendo are 
well known for the innovative 


example of this. The focus shifts 
to graphics and away from 
gameplay, something that could 
be blamed for the lack of strong 
sales in the PS2 software front. 

With the Nintendo 
GameCube launch right around 
the corner, all eyes are on 
Nintendo to wow us with 
another hit game and not just 



and revolutionary games they 
bring to their home consoles. 

It's the reason they remain the 
number one video game 
publisher year in, year out. 

Each Nintendo system brings 
new gaming experiences 
through the fresh ideas they 
inject into their games and 
genres, rather than releasing 
sequels with merely updated 
graphics and repetitive 
gameplay elements. The launch 
of the PlayStation 2 is a prime 


to show off the system's 
graphical capabilities. 

Nintendo has never 
launched a system without an 
innovative or original title and 
GameCube wont be any 
different. 

2. Quality 

A well-known fact in this 
industry is that Nintendo release 
games that are of the highest 
quality. This has been their 
mantra for many years and will 


continue to be the company line 
for a very long time to come. 

Nintendo are part of a 
handful of companies that 
understand the nature of the 
business and respect that their 
development teams need to 
perfect each and every game 
they work on. 

3. Characters 

If you want to play the latest 
Mario, Zelda, Pokemon or 
Donkey Kong game there's only 
one console company you can 
look to, and that is of course, 
Nintendo. The games that 
Nintendo's characters appear in 
are much more than franchised 
sequels they are institutions, an 
almost guarantee for excellence 
and fun. This is what separates 
the next instalment in the Zelda 
series from a Tomb Raider 
sequel. 

4. Heritage 

Nintendo have been in this 
business from the beginning and 
they know what makes a game 
fun. Their first and second-party 
development studios like EAD, 
Hal Laboratories, Intelligent 
Systems, Rare and Silicon 
Knights all share a similar vision 
when creating their games. 

If the focus shifts away from 
games to technology, consoles 
will become a commodity and 
the ideal of gaming will suffer. 
This is why Nintendo is so 
important to the industry. 
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THE DISK 

You've all seen images of the 
disk and know that it's small, 
but believe use when we tell 
you that in real life, up-close 
and personal, the disk is 
f*% A ing small! 

As you can see in our picture 
of the disk and the man 
formally known as God (over 
the page), the disk really is as 
small as Nintendo were 
boasting. The amazing 
thing to remember 
though, is that 


system. Sporting the cube look 
and an awesome chrome finish 
this very cool new device from 
Panasonic acts as a 
DVD/VCD/CD player as well as 
a GameCube. 

The unit features as standard 
DVD drive that also reads the 
GCN's propriety disc format as 
well as Dolby Digital and DTS 
decoders, which means this 
baby can reproduce five 
separate channels of audio (with 
a separate channel for bass). 

The unit also features four- 
controller ports, digi-card slots, 
an LCD display and separate 
audio settings for viewing 
movies and playing games. The 
unit was on display at E3 
(although behind glass) and 
drew a crowd with its very 
'different' look. 

No price point has been set 
as of yet for this device but it 
is set to be released shortly 
after the GameCube's launch 
in Japan, with strong rumours 
suggesting it will reach western 
shores, certainly it’s sleek and 
stylish look will be a big selling 
point for the machine over here. 


\ exactly these 
new specs 
\ mean is 


/ balancing 
/ out the 
Y system for 
r constant 
performance. 









with this small medium, 
Nintendo's risk of being pirated 
on a mass scale are reduced to 
an absolute minimum. 

Also, the disks are quicker for 
the GameCube player to read 
speeding up load times and 
refresh rates (in fact, Silicon 
Knights President Denis Dyack 
told us that the GameCube was 
loading levels quicker than the 
N64 and it's cartridge base, thus 
SK having to add pauses in 
between levels to keep to the 
eerie atmosphere of the game). 
But above all, the disk is so 
damn cute! 


for what will become the 
standard in controller set-up and 
functionality. The GCN 
controller is relatively simple in 
style yet the first thing you 
notice when holding it is how 
perfectly it fits in your hand, 
nothing feels out of place or 
uncomfortable. 

Even more amazing however, 
is the button placement, as soon 
as you take hold of the 
controller your fingers instantly 
fall into perfect positioning. By 
this I mean your left and right 
index fingers will sit comfortably 
on the L and R buttons, and 
they have enough resistance to 
ensure no faulty depressions 
during gameplay. 

Your right thumb sits 
wonderfully on the huge A 
button, with X, Y and a newly 
positioned B button well within 
reach (so you don't have to look 
at the controller *cough* Xbox 
*cough*). 

Nintendo has replaced the 
prominently 
positioned 
D-pad for / 
an / 


analogue stick. The analogue is 
a bit bigger than that of the 
N64 controller, yet has a 
smoother action and is less likely 
to grind away (we all know 
about that problem). Nintendo 
have once again used the slight 
hexagonal shape around the 
analogue stick for better 
positioning while playing games, 
the same has been done for C 
analogue stick (replacing the C 
buttons from the N64). 

This new positioning works 
better considering the more 
symmetrical design of this 
controller over the dual way you 
could use the N64. 

On top of all this the 
controller is incredibly light, and 
the new built in rumble feature 
feels perfect, each game 
demonstrating a different 
variation in vibration depending 
on the games situation. An 
example of how the controller 
can be used, can be seen with 
Eternal Darkness. 

In ED, when facing off 
against an enemy, pushing the R 
button will highlight one 
particular baddie, however, if 


there's more than one 
depressing the R button beyond 
the 'click' (an indication the 
analogue has been used to its 
second function) means you can 
now target dual enemies at 
once, making the fight that 
much easier. 


THE NINTENDO 
CONTROLLER 

Following the release of any 
console, comes the even more 
important release of it's 
accompanying controller. 
Nintendo has always been at 
the forefront in controller 
design, with an approach that 
focuses heavily on accessibility, 
comfort, ergonomics and most 
of all simplicity. 

With GameCube Nintendo 
has once again paved the way 


THE OTHER 
GUYS: 

A Controller 
Comparison 


Whilst the PlayStation 2 
controller is essentially a 
PSOne controller the only big 
question was how the 
GameCube controller felt 
compared to the beast 
known as the Xbox 
controller. 

Firstly, the Xbox controller 
is huge, and secondly the 
button placement leaves you 
feeling awkward and 
sometimes causing game 
play to suffer. For instance 
the Tony Hawk master that 
Steve is, basically looked like 
a fool playing Tony Hawk's 
Pro Skater 2X on Xbox, the 
button configuration is too 
close together (strange 
considering the miles of room 
they have on the surface of 
the controller) and the slight 
angle they've been placed on 
means too much looking at 
the controller and not 
enough looking at the screen. 

The only hope is that a 
3rd Party will release a decent 
Xbox controller. 
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Hands O 


Obviously the most important thing atE3 was the games, so Kosta am 
word on what makes this years Munendo line-up so special 


at down to give you the 


KAMEO 



eotfironments 




Steve: 

Kameo was one of the games I 
found most intriguing. It 
boasted lush landscapes, a sexy 
female character (c'mon, admit 
it), and an incredibly cool idea. 
Kameo proved also to be one of 
the most control responsive 
games on the show floor. 

Using the controller's every 
aspect Rare have delivered a 
tight gaming experience that 


experienced (sorry, just have to 
rub it in). And the scariest thing 
of all, is that the game was 
easily less than 50% complete, 
and Rare was holding stuff 
back! 

Kosta: 

Rare's secret game in 
development turns out to be a 
brilliant looking RPG/Adventure 


hybrid starring a ver^ 
looking girl called Kai 
First thing I noticed wl 
this game was the 
ama^ig detail put into the 
'gPJjSHHs, such as perfect 
shadow castinj^and rich 


After 

while, I was 
at how ri 

t&e. 

press of one button you can 
morph into a wide variety of 
creatures all with their own 
sperate attack and controls. 


your cTiaracteMnside 
the monster! Its no 
surprise why this game 
turned a few heads at 
show as it was tryuly 
unique and aspiring, 


at really seem 


ROGUE LEADER: ROGUE SQUADRON 2 



Even more impressive is the 
fact that the action is insanely 
intense and runs at a constant 
60 fps, all without even a hint 
of slowdown. 

Of the three playable levels I 
only got to play two, the Star 
Destroyer attack (flying the 13- 
Wing) and the Bespin level, 
flying an A-Wing. The controls 


and ship physics are very similar 
to those seen in the N64 
original but feel a lot more, as 
the American's say, "tight". 

From what I saw and played 
at E3, the thing that impressed 
me the most was the constant 
laser-fire flying past the screen, 
the force is definitely with this 
one. 


Steve: 

In a word, WOW! Seriously, this 
game will have your jaw 
dropping. Every aspect of this 
title screams goodness, it's like 
playing the movie - only better. 

I recently watched the 
Special Edition Star Wars again, 
just to run a small comparison, 
and found there is none. Rogue 
Leader wins hands down. The 
amount of pressure you're 
placed under during the game 
adds an intensity most flight sim 
Star Wars games have lacked 
altogether. 


There's a stupid number of 
TIE fighters on screen chasing 
you while you avoid the most 
insane array of Empire laser fire 
this side of the galaxy, all this 
while you attack a Star 
Destroyer and protect a Rebel 
Medical Frigate! Unbelievable. 

Kosta: 

What really grabs you 
immediately about this game is 
the fact that the game looks 
unbelievably good; I'm talking 
'ripped straight out of the 
movie' good. 
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ETERNAL DARKNESS 


Steve: 

I've been hanging for this game 
as far back as when it was an 
N64 title, so to be able to see it 
for the first time at E3, on 
GameCube hardware no less, 
was more than I could bear. 

The best thing about the 
game though, is that it 
immediately pricks up your ears 
without you having to engage it 
so much. 

What I mean by this is you 
can look at the game and say it 
was unbelievably impressive, 
you can hear the sounds and 
look at the movement and 




think, my god, this is a game? 
But at the end of the day, it's 
the idea that gets you, the 
sanity meter, the 2000 year 
spanning storyline, the 
individual character traits, the 
atmosphere. 

You can say it looks like 
Resident Evil, but those games, 
good as they are, don't even 
come close to what Silicon 
Knights have done. 


you would need to play alone to 
get the full experience from 
rather than a five-minute E3 
demonstration. 

Also something about the 
look and feel of the game 
reminded me of the N64, which 
this promising title started out 
on. 

At first glance the game 
looks like a Resident Evil clone 


but spending some time with it 
and seeing first hand things like 
the ‘intelligent camera system’ 
and 'sanity meter', the potential 
shone through. You can't help 
but be taken back by witnessing 
your character's limbs fall off 
one by one, and then magically 
returning to the previous room 
you were in. This is game that 
screws with your head! 


Kosta: 

Although a very impressive 
game, Eternal Darkness struck 
me as the type of game that 


STAR FOX 





Steve: 

Another game I was eagerly 
anticipating, I was very happy 
to be able to finally go hands on 


with Rare's incarnation of a 
Zelda-esque title. And I wasn't 
disappointed. 

Using the Star Fox universe 
was a great idea, and it seems 
to work well, I've always loved 
the Fox Mcloud character and 
now, finally, I can play as him in 
a huge 3D world with tons of 
interaction, story progression 
and strange quirky characters. 

This was definitely another 
title that ultimately grabbed my 
attention, and was something 



you could see would take a few 
months of your life away. 

The most aspiring aspect 
seemed to be the colours and 
textures Rare used, and Fox is 
so detailed that it boarders on 
scary how much Rare have 
injected in to this title so far. 


prowess. 

The game 
plays very much 
in the vein of 
Ocarina Of Time 
but with an 
added 'Rare' 
touch. The 
controls are 
very intuitive 
and Fox has^ -' 
at his / " 
disposal a wide 


Kosta: very intuitive \ 

The infamous Dinosaur Planet and Fox has x -' 
from Rare finally reared its head at his - " 

again and much to everyone's disposal a wide 

surprise is now starring the gang^array of attacks 
from Lylat Wars (or Star Fo)tf. ^ and Martial Arts 
The graphics look amazing moves, 

and the character detail in Fox What did 

alone (is that individual teeth I puzzle many 
see?) is astounding, Rare once gamers at E3 
again showing off their technical was the fact that 



traditionally Star Fox is 
a shooter, so an adventure title 
seems a little weird (although 
they did have footage of an 
Arwing flying through an 
Asteroid belt on the video 
display). 

This title's move from N64 to 
GameCube was a smart 
decision. 
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WAVE RACE: BLUE STORM 
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ve: 


/ 

the camera that really make this 
_n<;t 

have done 


I fec^a bit suckey constantly 
talking'SBS'Clf'WAW'fAM Wirty 
game was, I mean, certainly I 
am a Nintendo supporter and 
always will be. 

But at E3 I had to be 
objective, and the truth of the 
matter was I still couldn't find 
any problems with the titles 
shown, like all the others I've 


dy mentioned, Wave Race: 

BltJ^jfctorm blew me away. 

. — 

transparency effects are enough 
to have you put straight in to 
hospital. But the little touches, 
like fish swimming under you 
before the race starts, mud toffs 
that follow your Jet Ski sho^a 
you go up an embankment 
the splashes of water that hit 


Kosta: 

Waverace 64 stands as 
my favourite racing games 
time nnd news of this sequel 
instantly made it one of my 
"must-play" games at E3. 

One thing that made me i 
little nervous going into Raying 
this demo was the facUfiat EAD 
had passed on the develops 
of this sequel to the i 
funded NST in America. 
However, all doubts were 


ike 


shattered once I got my grubby 
title. 

Never in a gam^have water 
effects looked this j 
waves look like real wa^b^and 
the water even splashes upl 
the TV screen! 


■ I L-AtfT'' 11L-M »J r< R'MIIL*L*)I 


the original as even the 
levels displayed at E3 being 
upgraded versions of ones 
in the N64 classic. 

By taking this appro^h I 
N§T^vantec^to show 


to 


LUIGI'S MANSION 


Steve: 

I loved this game!!! Luigi has so 
much character and presence in 
this game it's easy to forget his 
older brother is the actual 
Nintendo mascot. 

Using some of the most awe¬ 
inspiring effects I've ever seen, 
this title proved to be a 
showcase of the GameCube 
hardware. It showed off a 
bunch of stuff that Kosta has 
already mentioned, so I won't 
bore you with it, what I will say 


is that the game had a little 
element called 'fun*. Something 
almost every Xbox and Sony 
game at E3 lacked due to a 
bigger focus on technology over 
the all important element of 
gameplay. 

Kosta: 

Luigi's Mansion is a game that 
shows off almost every 
graphical trick in the book. 

Advanced real-time lighting 
(thanks to his trusty flashlight), 



transparency, volumetric fog 
and more texture effects than 
Andy has eyes (i.e. greater than 
four). 

Luigi's definitely wowed 
almost anyone with its graphics, 
extensive animation and 
intriguing Ghostbuster-esque 
gameplay. 

The control scheme took a 
few minutes to get used to but 
not after long Luigi was putting 
Dr. Venkman and Co. to shame. 

Even though playing through 


the rather short demo at E3 was 
a definite blast, one could not 
help but wonder what else there 
is to this game. Where's Mario? 

How can I spend 30-hours or 
so of gameplay in one single 
Mansion? Is there more to this 
game than shining you torch on 
ghosts and then using your 
vacuum to suck them up? 

Luigi's Mansion was 
definitely a highlight of the 
show but left too many 
questions unanswered. 
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PIKMIN 



Steve: 

Well the greatest inspiration in 
the videogame artform 
personally designed and 
oversaw this game, so it's no 
wonder it struck everyone in 
some way shape or form. 

The playable demo only 
allowed you to get two full days 
of PIKMIN done, and at the end 


of those, it's easy to see that 
this was ultimately another 
game that will need to have a 
lot of time injected in to it. 

I felt that there was so much 
more I could accomplish with 
my gathered PIKMIN in the area 
I was playing in. 

Apart from that, everything 
about it reeked of quality, most 
of all the name Shigeru 
Miaymoto. 

Kosta: 

With the way Shigeru 
Miyamoto spoke about this 
game one couldn't help but feel 
a strong attachment between 
the renowned video game 
creator and these adorable ant¬ 
like creatures. 

Once you pick up the 
controller and play the game 
yourself you realise the brilliance 
this title holds. Although the 
premise may not be as 



innovative or original as 
Nintendo suggests (well for 
console gamers it may be), 
gathering and commanding a 
horde of little creatures is 
actually amazingly fun. 

Thanks to lush garden-like 
visuals and intuitive control 
everything about this game 
speaks quality. 

The demo let you play three 
separate days with the PIKMIN 
and only left me with the 
feeling that there will be many 
sleepless nights when this game 
is released. 





Steve: 

The intro to this title is enough 
to get anyone's pants wet, and I 
mean that literally. Sporting 
some of the most beautiful real¬ 
time graphics I have ever seen 
(who needs FMV?) SSBM was 
one of the high lights of the 
show. 

It was easily the closest to 
being finished, and therefore 


drew one of the bigger crowds, 
plus they made more versions of 
this game available _ 
than any other. 

to it's awesome 

predecessor, SSBM 40 

plays fast and 

furious, the way every ^ 

multi-player game 

should. S' 


| The first Smash 

Bros was four-player 
I heaven and this 

GameCube update, 
which looks amazing by 
the way, is definitely 
set for similar 
^^4 stardom. 

^ Graphically 
W what impressed 
v ^ me above all was 
the constant fluid framerate 
coupled with characters 
looking like they belong in 
the next Toy Story movie. 


This game was definitely the 
most polished demo at the 
Nintendo booth and definitely 
the easiest to pick up and have 
fun, so its no reason why I 
spent more time on this game 
than any other. 

With a sequel that boasts 
more Nintendo characters than 
you can shake a stick at and the 
best multiplayer this side of 
Mario Kart 64, its no wonder 
the best multiplayer experiences 
are on Nintendo consoles. Those 
four holes aren't for nothing. 


Kosta: 

If it ain't broken, don't 
fix it. Or in the case 1 
of Super Smash 
Bros. Melee, 
simply keep 
adding until IP 
'ya cants adds 
no more. 
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In the end 


0X0 


Steve: it's no wonder the pressure is on with its GameCube offerings. 

So Nintendo stole the show in for Nintendo to get things into The majority also believed 

what is being hailed as their gear. that the Xbox showing was 

greatest E3 ever. No surprise After what we experienced at generally under whelming. For 

then that everyone is now E3, it seems to me that once I'm part of the majority 

looking toward Spaceworld in Nintendo can now do no and share these very same 

August to see what else they wrong. In the immortal words sentiments, Nintendo did indeed 

have in store for us. of Denis Dyack from Silicon steal the show, much to 

We'll be there with bells on Knights, "...it's pretty clear to everyone's surprise (well not 

to tell you how the new Zelda me already that Microsoft and ours). What did surprise even 

and Mario games look. Plus we PlayStation are in for a brutal the hardcore Nintendo fans was 

should see even more complete fight for second place". the fact that they did so even 

versions of the games we though they withheld so much, 

played at E3. Considering also Kosta: Where were Nintendo’s biggest 

that Spaceworld will be held just Many industry experts and franchises like Mario, Zelda and 

over two weeks before the gamers believe that Nintendo Pokemon? Where was Metroid, 

GameCube is released in Japan, stole the show this year at E3 Too Human or Perfect Dark 2? 

What Nintendo did show at 
E3 blew everyone away and not 
one title looked bad or seemed 
un-polished, so the question is, 
how big will the announcements 
be at Spaceworld this August? 

We already know for sure 
that Mario and Zelda will be 
unveiled for GameCube so one 
can expect an even bigger 
GameCube explosion at that 
show, an amazing feat when 
you think about it. 

E3 2001 will go down in 
history as not only the place 
that GameCube games were 
unveiled for the first time but as 




one 

of the ^ 
best game 
expos ever. 


Record crowds, industry giants 


going head-to-head, a plenitude 


of great games, it was definitely 


the place to be. 


WIGIDY WIGIDY WORD 

With the event over and the 
future unveiled and looking 
bright, all that's left for you is to 
keep your faith, play your GBA 
and continue to support 
Nintendo in every way. 

Nintendo have no solid 
European or Australian release 
dates yet, but we can whisper 
March 2002, Japan will be lucky 
enough to have their GCN 
launch in September on the 
14th, while the US has a 
confirmed date of November 5. 
The machine is importable, so if 
you can't wait, we suggest you 
start saving now, because this 
machine will change your life. 
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Reviews 


r the"players." 
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STEPHEN FARRELLY 
EDITOR 

My E3 moment was when I jumped on a 
GameCube booth in the middle of the 
show and exclaimed at the top of my voice: 
“...man, I've seen some geeks before, but 
these are the geekiest bunch of geeks that 
ever geeked!" I was of course, showered in 
praise, even Mr. Miyamoto agreed. 

BEST OF E3: ALL OF IT! 

Game of the Month: Mario Advance 


ANDREW BULMER 
DEPUTY EDITOR 

Without a doubt it was when Kosta wet his 
own pants when he first played a 
GameCube. A humorous yet slightly 
disturbing moment. And with Steve out of 
town it was the perfect chance to talk 
about him behind his back. 

BEST OF E3: Raven Blade, Kameo 
Game of the Month: Mario Advance 


KOSTA ANDREADIS 
SENIOR WRITER 

At E3 I was playing GBA when I saw 
someone, my brain took a few seconds to 
process facial features like eyes and mouth 
placement the results came in and low and 
behold it is the one and only Mr. 
Miyamoto. We introduced ourselves and 
shook hands. My life is now complete. 
BEST OF E3: I just said it 
Game of the Month: F-Zero Advance 
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Dr. Mario 


Alone in the Dark 
Legend of the River King 
Mat Hoffman 
Supercross Freestyle 




The ultimate game, sell out your 
friends and family to get it 


09 09 Fantastic game, a must have but 
03 B 73 just short of spankerific 


75-82 

60-74 


SCORING SYSTEM 


Good game but doesn't quite 
come together nicely 

Could have been something but 
has major flaws 


M PA A craptastic game worth 
playing purely for interest 

A A /IQ Better of staring at a plumbers 
UU B tp 7 coin slot 




The Nintendo Gamer crew fill you in on their favorite E3 moment and what game had them running for cold water 



KELLY STARR 
WRITER 

The best part about E3 was that Steve was 
gone for a whole week so I had a chance to 
play all his games and use all his stuff. Plus 
there was no one at work to tell me what 
to do, so I ran riot, stole his business cards 
and used his phone to make STD calls. 

Hehe. 

BEST OF E3: PIKMIN 
Game of the month: Dr. Mario 



LAURENCE BENNETT 
WRITER 

After finding out that Steve went to LA 
instead of just 'staying' at his Mum's, I did 
what any pissed off employee would, beat 
the living hell out of him. I was going to kill 
him but held back as he told me that he 
played Rogue Leader. After he finished 
telling me, I continued to beat him severly. 
BEST OF E3: Rogue and Eternal Darkness 
Game of the month: Rayman Advance 


BRYCE MCDONOUGH 
WRITER 

Anyone who knows me knows that without 
a doubt the peak of E3 for me was when 
Namco showed a reel confirming the 
existence of Tekken 4. No gameplay yet, 
but a few characters including a new one, 
and I'm hooked already. 

BEST OF E3: PIKMIN, Sonic Adventure 2, 
Raven Blade 

Game of the Month: F-Zero Advance 
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PUBLISHER: Nintendo 


DEVELOPER: Nintendo GENRE: Platformer RELEASE: Now 
PLAYERS: 1-4 *SAVE CAME SUPPORT: Memory Pak * 


PRICE: $69.95 RATING: G 


Steve tokes a trip down memory lone with Super Hario Advance 



N 

G 


v— 

J 


ame Boy Advance rocks! Whew, now 
that I've gotten that off my chest, 


stars Mario, in my opinion, is going to be 
good, and having been an old hand at 
Super Mario Bros. 2 for the NES, it's no 
wonder I was excited to land this game in 
my hot little hands. 

With all that said though, I did approach 
the game with extreme caution, after all, 
the CBA is a powerful machine, and you 
have to offer the question; why did 
Nintendo simply choose SMB2 for the GBA 
launch instead of a brand spanking new 
Mario game? The answer could be brought 
down to the fact that Japanese gamers 


never got to play the SMB2 that the rest of 
the western world did. So instead of making 
a whole new game, the US simply took the 
Mario game that was given to Japan for the 
GBA launch and added it to their own 
release lists. But no, it's much, much more 
than that, and to understand I'll break it 
down for you, beginning with the games 
sound. 

WHOA... 

Starting SMB2 will invite you into a world of 
handheld heaven as right from the 
beginning you are confronted with Koji 
Kondi's original SMB2 soundtrack recreated 
in haunting clarity (even scarier if you listen 


to it through headphones), but that's only 
the half of it. 

Choosing to start a single player game 
allows the GBA to let loose an almighty 
Mario; "Let's a go!" the voice comes 
through crystal clear and is a perfect 
testament to the ideal choice of keeping 
PGS (Programmable Game Speech) in the 
sound architecture for GBA. 

Further investigation into Super Mario 
Advance lets loose all kinds of perfectly 
placed voices, sound effects and music. The 
true nature of GBA comes to life through 
these elements which are but a small 
portion of a much larger picture that further 
unveils itself through the graphical 
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TWO FOR ONE! 


★ Not only does Super Mario 
Advance offer a revamped 
version of SMB2 r Nintendo have 
also included the original Mario 
Bros. game. This inclusion allows 
you to have up to four players 
battling it out in a quest to become 
the best Mario Brother. You can also 
tackle this game on it's own to see 
just how far you get in the game, a 
lot of fun and a break from the 
some-times frustrating SMB2. This 
game was also added to the original 
SMB3 cartridge for SNES in which 
you could also play a multiplayer 
battle, only two players though. 


enhancements that have accompanied this 
games GBA incarnation. 

Mario fans and fellow SNES owners will 
be well aware of the second time this game 
saw its way to console in the form of part 
of the Mario All Stars cartridge that gave 
SNES owners the chance to indulge this 
game along with Super Mario Bros., Super 
Mario Bros. 3 and the Japanese version of 
Super Mario Bros. 2. 

The SNES versions all featured graphical 
upgrades thanks to the 16 bit power of the 
SNES, and since the GBA is a whopping 32 
bits, SMB2 is lookin' mighty sharp! 


Speed and Jump, each stat has a five star 
rating, five being the highest and one being 
the lowest. This feature allows you to 
ascertain which character is the best to use 
at varying parts of the game, and the fact 
that SMB2 allows you to select a new 
character every time you die or start a new 
level, makes this feature one of the games 
strongest. 

Selecting a character will then have them 
say something humorous to you, be it Luigi 
and Mario's Italian accent or Toad's 
incomprehensible and downright scary 
scream, SMB2 will have you geared to 


tackle yet another Mario title with 
enthusiasm. 

Of course what Mario game would be 
complete without some weird freaky story? 
SMB2 comes complete with an off-the wall 
Mario plot that really makes this game 
worth traversing to the end. The games 
premise is simple, take out all of the 
baddies, proceed to the end of level bosses, 
and defeat them, until you come to the end 
of the world (of which there are seven) and 
you must face Wart. It's all very Mario- 
esque, which is why it's a Mario game, 
which is why this issue is the 'Mario' issue. 


WHAT THE HELL DID THAT 
TOADSTOOL SAY? 

Little touches have been bravely upgraded 
in this classic, like your character selection 
screen which now has a rotating 'select a 
character menu' that brings your character 
literally into the spotlight. Each one has his 
or her own stats that vary from Power, 
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VERDICT 



ALTERNATIVE 

ACTION 

RAYMAN ADVANCE 

Rayman definitely has the 
graphics over Mario, but 
Mario has more replayability. 



Dl ||Q *2 games on 1 cartridge 
■ L w ^ • 4 player battle royal 

• Incredible sound 

• Mario 


• Has been two 
versions of this game 
before 


MINUS 


GRAPHICS: 

SOUND: # # # # 4 
GAMEPLAY: ^ # ★lk ^ 


OVERALL 

94 
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« PUBLISHER: UBI SOFT + DEVELOPER: UBI SOFT 


GENRE: Platformer 

PLAYERS: 1-2 ♦ 


RELEASE: June 22 + PRICE: $79.95 * RATING: G * 


Andrew Bulmer was disappointed that this Rayman game didn’t teach you any maths 


s 


f you own a PlayStation then chances 
are you accidentally bought the wrong 
system...wait, I mean, chances are 
you've already heard of Rayman. The quirky 
French character has had various 
incarnations on the PlayStation that even 
included him in maths learning games. 

For Nintendo, however, Rayman as had 
less coverage, but now with Rayman 
Advance, the man (or whatever he is) comes 
to the CBA in spectacular style. The story 
behind Rayman is that Mr. Dark has 
disrupted the balance of the universe by 
stealing the Protoon that acts as the planets 
energy source. The electoons (no science 
lesson I promise) which once gravitated 





around the Protoon have also been 
captured and must be 
rescued in order to save 
the day. Like a 2D game of 
old Rayman sets out to 
acheive a classic feel of 
gameplay and ends up doing a 
whole lot more on the way. 


STUNNING VISUALS, 
AWESOME SOUND 

Rayman looks amazingly close 
to the PlayStation version of the 
game and it is impossible to 
mistake the lush and 
colourful visuals for what 


they truly are, f$%*!ng 
impressive. The clarity of the 
environments is outstanding 
with four layers of parallax 
scrolling and partially 
animated backgrounds 
thrown in to liven things up. All 
this is done at a smooth 60 fps with no 
hint of slowdown. 

Rayman also has great character 
animation with Rayman extremely 
detailed (saved some space with no arms 
or legs I guess), while standing still he 
often shakes with fear and by pressing the 
R-button you can pull a face that makes 
^ some enemies run away. Even with 
multiple enemies on screen all 
actions are smooth and fluent, a 
great acheivement in such a small 
system. 

The music in the game also does a lot to 
enhance gameplay. The music in Rayman 
may not be the best the GBA can achieve 
but is certainly impressive, particularly after 
11 years of bleeps and other contorted 
sounds that spewed forth from the Game 
Boy. The sound fits in nicely with the style 
of the game and the different levels. 
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THE HIP BONES CONNECTED 
TO THE...OH DAMN 

After coming to terms with the games 
awesome look you are quickly thrown into 
Rayman's quest, a traditional and 
challenging task with fantastic ideas driving 
the levels. Starting the first level you make 
your way around with responsive controls 
being careful to avoid enemies and 
eventually come across a fairy who teaches 
you to punch (this fairy often appears to 
give you different powers). 

Moving from here you beat up enemies 
by throwing your fist at them (err...makes 
sense), and must avoid numerous enemies 
that pop up. The levels that confront you 
must be navigated cautiously as you are 
faced with spiked balls, flying hammers and 
jumping fish much like platformers of old. 

Rayman features great level designs and 
continuity as at the end of one level when 
you defeat the mini-boss, you console the 
giant mosquito and earn a trip on its back 


for the next level. Other levels are indicative 
of the old-school platform influence, as you 
must time your jumps and movement to 
perfection in order to make it through each 
level safely. 

Variation in level design stops the 
Rayman formula from becoming boring fast 
with one level having you go through a 
deep forrest while in another you are 
confronted with giant pencils acting as 
spikes (a manifestation of my ‘back to 
school' nightmare). With over 60 levels in 
the game Rayman provides a huge and 


challenging adventure. The only problem is 
that the game may be a bit hard for younger 
people,but if you know Rayman games then 
you will know this has always been the case. 

Rayman is a perfect indication of the new 
level of gaming the CBA offers and as Steve 
constantly points out during his practices to 
become a video games evangelist, this is 
only a first generation game so imagine 
what they can do in 3 or 4 years. But 
looking into the future aside, Rayman is a 
fantastic game that is at the top of GBA 
games on offer for launch. 
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PUBLISHER: Nintendo A DEVELOPER: Nintendo - GENRE: Racing RELEASE: June 22 PRICE: $69.95 

RATING: G * PLAYERS: 1-4 + 


F-Zero 


Bryce McDonough hit maximum velocity when we started chasing him for his GBA 


or many, the GBA is far more than 
another portable console. More even 
than the next generation of 
handhelds. The Game Boy Advance is, 
without a doubt, a sign that the future of 
portability is no longer merely in Pikachu's 
hands. It is an instrument of retro gaming, a 
portal to the days of 16-bit gaming and 
parallax scrolling. It is *sniff* my childhood. 

I sadly wipe the tear from the corner of my 
eye and snatch the GBA back off Stephen 
by cleverly distracting him with a crowbar to 
his left knee. I'm sure it will heal... 

BACK TO THE FUTURE 

F-Zero is a very distinctive title. The basic 


premise is similar to that of Wipeout (well, 
technically Wipeout is similar to F-Zero, but 
I digress) in that we are somehow stuck in a 
post-apocalyptic world of floating racetracks 
and flying vehicles, yet even then the 
graphical styling stops any level of 
confusion. 

F-Zero Advance uses nice 
cartoony colours and 
sprites, to a level that will 
simply astound you. Yes, 
after a while you will realise 
that the SNES in it's heyday was 
making things bigger and better, but 
this is a launch title. Things only get better 
from here, and by golly, they are pretty 


darn good already. 

Super smooth graphics using the Mode-7 
we all know and remember so fondly. 

Really, not much else is going on in this 
game with simple, unadorned 
racetracks that are inexplicably 
floating in mid-air. 
Explanations are not really 
required though, since 
anyone asking questions is not 
paying enough attention to the track. 
And the tracks? Insane. 

There are enough tracks included here to 
keep you busy for a whole fortnight at the 
grandparents' house, with the track design 
mostly pretty simple, but well thought out. 
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A Not sure how to play? Simple, 
^ just press the select button at 
the title screen for a one and a half 
minute tutorial. This tutorial will 
show you the ins and outs of 
cornering best. The quick lesson will 
save you from hours of stumbling 
around trying to figure out how to 
keep up with the Al. Beyond that, 
the games learning curve all 
depends how much you indulge 
yourself, for people only inerested 
in enjoying a fast paced race every 
now and then, the game offers this 
ability, but look deeper in to the 
cartridge, and there is a lot more. 


Chicanes aren't just thrown in at random in 
an attempt to break the monotony, they are 
there to reward a good racing line and keep 
you on your toes. Hairpins require the 
brakes (unlike some racing games) and it 
really pays off when you nail one just right. 

To fly around the tracks at maximum 
speed, you really have to get to know your 
controls. Whilst the basics are fairly 
obvious, the shoulder buttons are used for 
drifting, or leaning into a corner in order to 
turn even tighter and maintain your speed. 
This makes sure that there is still a lot of 
driving strategy involved, and driving blind 
without really knowing your track will 
definitely earn you a distant last on the 
harder levels. 

When I say maximum speed, those lucky 
ones amongst you who have played an F- 
Zero title before know what I am talking 
about. For the rest of you - take a sick bag. 
Fast doesn't even come close. In my 
favourite ship the top speed reads 439 



km/h, and I believe it. Then there are the 
turbo pads, not to mention the turbo boost 
you pick up every lap. 

POBODY'S NERFECT 

One of the really annoying things was the 
way each lap cuts out several competitors. 
After the first lap, if you are placed in the 
bottom three, then that's it, race over. Then 
after that, you have to be in the top 10. 
Then the next lap, top seven etc.. This is 
something they used to do a lot in the 16- 
bit era, and quite frankly, its annoying. 

If I suck at a level, why can't I play all 


the way through, come last, but at least 
come to terms with the track layout? I 
mean, isn't that what a racing game is all 
about? Also, the computer-controlled 
opponents choose to crash into you instead 
of holding their line. This is particularly 
frustrating when you are lapping them and 
second place is right on your butt. 

My last problem is really only to do with 
the GBA itself. As much as I love my new 
toy, it is unbelievably hard to play this game 
using all four buttons without getting 
cramps in your hands. That or I suck. 
Everything aside, F-Zero rocks hard! 
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GT Advance 


PUBLISHER: THQ * DEVELOPER: MTO Co. Ltd. * GENRE: Racing * RELEASE: 22 June 

PLAYERS: 1 SAVE GAME SUPPORT: Cartridge 


Steve shrinks down to buckle up behind GT Advance 


he evolution of gaming is most 
certainly here, an evolution that has 
been long coming, something 
certainly held close by if not just out of 
reach. Now, the publishing and 
development communities can stretch that 
bit further and take that evolution in a 
tightly clasped hand and deliver something 
truly new and engaging. The evolution I’m 
talking about is obviously the Game Boy 
Advance, and the delivery held so tightly in 
the hands of developers around the world is 
the software to go along with it. 

GBA is going to amass a buying frenzy 
like no other, so fortunately we here at 
Nintendo Gamer have sussed out the 



merchandise to help you sort the good from 
the bad in the frenzy of game buying 
madness that will most certainly accompany 
the release of the GBA. And believe it or 
not, despite this giant leap forward in 
technology and hardware, many developers 
have taken a few steps backward and 
offered games that will leave a bitter taste 
in most money spending mouths. 

Rest assured however, that what we have 
for you today is more than sweet enough to 
overpower any sour taste buds and I 
promise it will leave you in racing heaven. 

GT Advance is a game that has 
seemingly come out of nowhere. Launched 
with the GBA in Japan, with very little 




known about it before then, this title looks 
so sweet and candy like, you have to stop 
and realise what you're holding in your 
hands to fully grasp the beauty that is 
coursing through this handheld title. 

The game's car models are wonderfully 
rendered and look a little too real for my 
liking, I keep looking for the real-deal 
shrunk down and squeezed in behind the 
batteries, but in reality it's all there, on the 
screen in front of you, and it looks amazing! 

The basic gist of the game is to start a 
career as a race car driver, winning races will 
give you the ability to upgrade your various 
vehicles, and even unlock hidden cars. Each 
car is modeled to it's real-life counter-part 
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ttTHE game’s Mode-7 engine is awesome and truly 

REITERATES THE IMPORTANCE OF THIS SCALING 
TECHNIQUE J} 






Car city 


★ 


V. 


Not only does this game sport 
some of the most impressive 
car models I've seen, it also harbors 
many exclusive cars from various 
manufacturers including, Honda, 
Mitsubishi, Nissan and Daihatsu to 
name a few. Each car is amazingly 
modeled from its real-life 
counterpart adding an awesome 
dimension to the game and 
ultimately shows that this is a 
reasonably serious racer that offers 
a unique ability to play a portable 
Ridge Racer or Gran Tourismo if you 
will. You still can't crash your cars 
realistically though. Damn!!! 


J 


with intense detail, and MTO Co. Ltd. has 
even factored in things like night and day 
reflections to add a greater sense of realism 
I never thought would be possible in 
handheld gaming. 

GT Advance comes with three career 
options that engage the level of difficulty 
you want to challenge, obviously the Al in 
the cars increases depending on what 
difficulty you choose, and believe me, 
winning races can actually be very 
challenging. With that said however, the 
control you have over your car can become 
very precise, with a level of speed that'll 
have you drooling at the mouth! 

The game's Mode-7 engine is awesome 
and truly reiterates the importance of this 
scaling technique, as the sense of driving in 
a 3D field is captured with spine-tingling 
realism. GT Advance is one of the best 
reasons to go out and buy yourself a Game 
Boy Advance, but that isn't to say that the 
game doesn't have its flaws. 



With the afore mentioned Mode 7 
engine, players are forced to maintain a 
level of control that could get frustrating, as 
hitting the sides of the track you’re racing 
on will throw your car off and make you 
lose your speed and momentum. This is due 
to the fact that Mode 7 doesn’t allow for 
full freedom of the racing arena, it in fact 
only caters for a small section of the 
displayed area. But this is the only flaw that 
can be found within the game (and it's not 
really a flaw, it's a design quirk that can't be 
helped). 

Being able to undergo a racing career 


truly highlights the power that comes with 
GBA, although you could do that in GBC for 
the cartridge size, there is no way the 
experience would be as realistic as what 
they've captured in this racing beauty, and I 
can’t stress enough that it's all portable 
now! Beyond that, GT Advance offers a 
unique racing experience that gives us a 
look at what this little hand-held is capable 
of in it's first generation, and with that in 
mind thoughts of second generation games 
are really very frightening. Here's hoping 
MTO Co. Ltd. continue to work closely with 
GBA technology to deliver even more! 
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Kelly plays sick to see if Dr. Mario can’t cure her ailment for this puzzle game 


A PUBLISHER: Nintendo * DEVELOPER: Nintendo * GENRE: Puzzle « RELEASE: TBA IMPORT PRICE: $99.95 * RATING: G8 
PLAYERS: 1-4 * RUMBLE PAK SUPPORT: None « SAVE GAME SUPPORT: Cartridge * 


Dr Mario «4 


hen I was younger I had a severe Dr 
Mario addiction, at least until my 
brother traded it in for Super Mario 
Land 2 (without asking me...) and I haven't 
played it since. 

It's surprising that it has taken Nintendo 
this long to release Dr. Mario on the ‘64, 
especially considering their lack of puzzle 
games. But still, its better late than never, 
and Dr. Mario has finally arrived. 

Dr Mario, which made its debut in 1990 
on the NES and the Game Boy, was 
immediately dubbed a 'Tetris clone'. In 
reality, however, Tetris and Dr Mario have 
little in common, as Dr Mario is a more 
complex game and forces you to think 


about your every move. You play as any of 
a number of Nintendo characters, some 
exclusive to Dr Mario, and its your job to 
help Dr Mario kill viruses by dropping 
vitamin capsules on them. The viruses come 
in three different colours, and you must use 
the corresponding coloured capsule to 
destroy them. 

So what's so good about it? Well puzzle 
games only really appeal to a handful of 
people, myself not being one of them. But 
for some reason, the repetitive challenge is 
highly addictive. In addition to having to 
line up a string of capsules to destroy the 
viruses, you also have to pay attention to 
what capsules you are putting where, 


because the wrong colour in the wrong 
place will make it harder for you later. You 
also benefit from setting up the capsules so 
that you can cause chain reaction combo's 
for extra points. 

Not much has changed when it comes to 
controls, and all in all, Dr Mario hasn't 
changed much over the years. In fact, 
remembering how to play is like riding a 
bike, because once you learn how you 
never forget. 

Unique to the 64 version is the addition 
of a few new modes. Aside from classic 
mode and Vs. mode, you can also 
experience Story mode, Flash, Marathon 
and Score Attack. Story mode will tell you 
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tt Graphics are nothing special, in fact I wonder 

HOW MUCH EFFORT WAS PUT IN TO CONVERT THIS CAME FROM 

8 BITS TO 84 )J 




Not Just 
Nintendo 

Suprisingly, Dr Mario was the 
^ only Mario title to make it on 
to a different system, the Amiga. 
There was also another version 
created for the Amiga only, that was 
combined with Tetris, two great 
puzzlers in one! Although there 
have been a few Mario PC 
Educational titles, you'd hardly call 
them games. They do however, 
harbor the character Mario, which 
reiterates the importance of the 
character on the rest of the world, if 
a Plumber can teach maths, well... 


the rather bland and pointless story of Dr 
Mario and the cold caper, as he travels the 
land during flu season, trying to cure viruses 
and prevent Wario from stealing his 
precious Mega-Vitamins. After each story 
scene, you will fight one of Mario's many 
foes in a battle of Dr Mario. 

Flash mode is the same as classic, except 
for the fact that several of the viruses will 
be flashing. Your aim here is not to destroy 
all of the viruses, just the flashing ones. 
Marathon mode is fast paced, as the viruses 
will multiply themselves as you play. Score 
attack is a timed game, where your aim is 
not only to destroy the viruses, but to get 
the highest score you can by using combo's. 

The multiplayer game is probably the 
best feature the 64 version has to offer, as 
you can play up to four players at a time. 
When playing a multiplayer game, using 
combo's will disadvantage your opponent, 
so strategy is more important here and you 
have to stay on your toes. 



Music is the same as the original, in fact, 
those who remember the original game will 
notice that the music is exactly the same. 
You can choose from only a few different 
tunes, all as irritating as each other. It would 
have been nice if the Nintendo 64 version 
had included some new music, but 
unfortunately we are stuck with the same 
old story. 

Graphics are nothing special. In fact, I 
wonder how much work was actually 
required to convert this game from 8 bits to 
64, because the overall result is not much 
improved. However, the graphics aren't 


really an important factor in the game, 
therefore it doesn't really matter. True, 
there's not much you can do with coloured 
capsules, so don't expect anything 
spectacular. 

Although it is not as fast paced as 
Pokemon Puzzle League, Dr Mario is still a 
good old classic Nintendo game, and an 
entertaining one at that. Note: Dr. Mario is 
an import review, that means this game is 
as of yet unnavailable here, the reason we 
reviewed this game is to offer you the 
chance to see if it’s worth importing, you'll 
need an NTSC Nintendo to play it though. 
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We don’t actually want to know what Andy does alone in the dark 


0 


his popular series now comes to Game 
Boy Color as Edward Carnby travels to 
Shadow Island in search of an ancient 
statue with a deadly secret, and to seek 
revenge for the murder of his best friend 
with the help of a female archaeologist (I 
smell B-grade movie material). Apart from 
battling various monsters in your search for 
numero uno bad guy, AITD features some 
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SOUND: • • • 

JGAMEPLAY: 


✓ 


of the most detailed cut-shots and 
ambitious backgrounds ever on GBC. Such 
detailed surroundings are achievable 
because the environment changes when 
you battle enemies, much akin to the style 
FF series, with less detailed visuals. 

The only real low-point for the game is 
the control which is average where it counts 
the most, in the battle scenes, but otherwise 



the menu system is uncomplicated and 
straight forward. The sound is often lacking 
in terms of background music and instead 
relies on 'spooky' sounds to liven up the 
game, as well as the impressive visuals. 

AITD features great puzzle solving and 
adventure elements that transfer well to the 


GBC and it is certainly a challenging and 
enjoyable game. 




liGiND OF THE RXVEd KING 2 


* PUBLISHER: Ozi Soft * DEVELOPER: Pocket Studios * GENRE: Adventure * RELEASE: Now 
★ PRICE: $49.95 a RATING: 11+ * PLAYERS: 1 * 



Lorry cast’s his rod to try and catch the big one for this months review 


m egend of the River King 2 is the 

second instalment in this unique RPG 
series. Placing your name in the 
chosen Child or Teen option begins your 
quest, which involves retrieving the Heaven 
Jewel for a stranger named Yuki, who tells 
you that the Mountain and Sea Gods have 
stolen the Jewel to take control of the 


weather. The mischievous gods have broken 



it into two pieces so they can share the 
power. Your job is to go in search of these 
pieces before another earthquake. 

Along the way you can choose to help 
people in trouble, ranging from catching a 
fish in exchange for a boat, to catching 
grasshoppers for a lady that needs them for 
her son. Also you will come in to contact 
with various strange characters, even talking 



foxes! All are not friendly though, and as 
with all RPG's you must fight using turn 
based strategy moves ranging from beat to 
run. The enemies you will face include 
spiders, snakes and bats. You also you have 
an items list to keep your valuables in 
check. Natsume and Ubi Soft have created a 
fine RPG that will keep fans of this style of 
game play amused for hours. 
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Mat Hoffman Pro BMX 


* PUBLISHER: Activision * DEVELOPER: Hot Gen Studios * GENRE: Sports * RELEASE: Now 
* PRICE: $49.95 * RATING: G * PLAYERS: 1 * 


Andy puts Kosta’s bike seat back on to bust some freestyle moves 




at Hoffman is the latest in extreme 
sports games, and for Hot Gen 
Studios, follows the excellent Road 
Champs BXS Stunt Biking. Mat Hoffman 
plays a lot like Road Champs and is similar 
in many aspects. Your starting options 
include the ability to hit the training circuit, 
a much more exciting option than reading 
the instructions. Alternatively you can get 


GRAPHICS: 
SOUND: • • 

^GAMEPLRY: 


straight into the career mode selecting from 
eight different riders, or you get to have a 
timed or free run through the levels. 

The career mode is what the game is all 
about and it is very similar to Mat Hoffman 
on the PSX except it plays a whole lot 
better. Each level requires you to get a 
couple of high scores, collect T-R-l-C-K and 
various stars as well as the stunt challenge 



which involves a certain trick score or 
combo. All things considered Mat Hoffman 
is a great game above that of Road Champs 
with better controls, more trick options and 
better sounds (thanks to Factor 5's MuSyX 
sound tools). The only real problem is that 
some of the riders blend into the 
environment a little, particularly the 
daredevile himself, Hoffman. 
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Supercross Freestyle 


* PUBLISHER: Ozi Soft * DEVELOPER: Pocket Studios * GENRE: Adventure * RELEASE: Now 
* PRICE: $49.95 RATING: 11+ * PLAYERS: 1 * 


After a short stint as a Motocross cheer leader, Lorry packs it in for GBC 



upercross Freestyle is the latest GBC 
racing game from Infogrames. With 
three kinds of game play that range 
from Freestyle to options such as Adrenalin, 
Super Fly, Extreme and Big Air, you have to 
pull off particular tricks by pushing a 
combination of buttons so you can 
progress as the daredevil player you should 
be. Also there is Supercross, where you race 


against players from different parts of the 
world such France, England and Brazil. You 
have a choice of bikes ranging from 
Honda's to Kawasaki's to compete in the 
race. The third option is the classic Arcade 
mode where you race against the sixty 
second clock while trying to negotiate 
obstacles such as rocks and puddles of 
water all while you fight to reach first place. 




This option has a damage meter that 
indicates how much of a beating you and 
your bike have taken, you can repair 
yourself and your bike by running in to first 
aid boxes that are on the track. 

One little feature that makes this game 
stand out from the rest is that it contains 
video footage that you have to unlock, the 
footage is of actual motocross racing! 
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IT’S HERE! 

Australian GBA 





• Launch Special 

A ustralia has just stepped in to the next generation as 
Game Boy Advance unleashes it's almighty presence 
upon the unsuspecting Australian gaming community. 

Are we ready for the onslaught of Game Boy Advance 
^''that will ultimately see store shelves turned into flowing 
cash registers? You bet f but to make sure you know 
exactly what's going on before you spend your hard- 
earned cash (or your parents for that matter) Andrew 
Bulmer takes us through the launch of the century... 



CPU 


32-Bit RAM with embedded memory 


SCREEN 


SIZE (MM) 

WEIGHT 

POWER 


2.9" TFT reflective screen 

240x160 resolution 

40.8mm x 61.2mm screen size 

32,768 possible colours 

511 simultaneous colours in character mode; 

32,768 simultaneous colours in bitmap mode 

144w x 82h x 25d 

140g 

2 A A batteries 


BATTERY LIFE 15-20 hours 


SOFTWARE Cartridge 

Game Boy and GBC compatible 


GBA IN JAPAN 

The Game Boy Color sold over 
100 million units during it's eleven 
year stint as king of the handheld 
jungle, so when the Game Boy 
Advance was announced people 
knew that it had a lot to live up 
to. Early screenshots established 
that the GBA was easily capable 
of SNES quality graphics, but 
closer to the Japan launch there 
was talk that the new handheld 
marvel was capable of early 
PlayStation quality graphics, an 
achievement that we have seen 
with games such as Rayman 
Advance. 

But moving closer to the 
March 21st date that would see 
the GBA released to the game- 
hungry public of Japan, the 
worlds gaming community was in 
a frenzy over the conversion of 
many SNES classics to handheld 
form. Including Super Mario 
Advance (a conversion of SMB 2 
which was never actually released 
in Japan), F-Zero Advance, and 
Mario Kart Advance a conversion 
of a classic SNES title that endures 
to this day. 


So the story goes that the 
kid gets these magic beans for 
trading in his cow and....wait 
wrong story. The launch date 
finally rolls around to an elated 
Japanese public, and thousands 
of people line up in front of 
stores to get their hands on 
GBA goodness. 

The launch is huge with the 
unit being available in numerous 
retail outlets from gaming stores 
in Akihabara (a.k.a. electric 
town) to Japan's local Seven- 
Eleven. The first day of sales 
saw an exodus of GBA's from 
stores at a phenomenal rate, 
and by the end of the day 
650,000 units had been sold, 
the same amount Sony 
predicted for sales of their PS2 
for it's first month. Nintendo are 
hoping to reach a figure of 9 
million before the launch of the 
GameCube on September 14th 
and 24 million worldwide within 
a year, a staggering amount 
even if you do consider the 
historical popularity of 
Nintendo's handhelds. 
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CBA AT E3 

Less than a month before the 
launch of the system on US soil 
it was obvious that there was 
going to be a strong showing 
from the GBA at E3 with a 
trough of new titles announced, 
some of which surprised the 
pants of many a GBA fan. 

Perhaps the most surprising 
game announced was Banjo- 
Kazooie: Grunty's Revenge, a 
great looking platformer that 
brings Rare's 3D world to the 
GBA with their usual flare and 
Crazy Taxi, which has already 
made appearances in the arcade 
and on Dreamcast and PS2. 

Other surprising titles were 
also announced that promise to 
draw a lot of interest include 
Diddy Kong Pilot (another 
surprise title from Rare), 
Advance Wars and Wario Land. 

For the full scoop on GBA 
titles announced at E3 skip 
along (a metaphorical skip that 
is), to our special E3 news 
coverage catering to all of your 
GBA needs. 



WHAT'S THE JIVE? 


For those of you a bit out of the loop the final 
details for launch are: 

COLOURS Will launch in four colours Fuscia, Arctic, Indigo 

and Glacier. 



$199.95 with games ranging from $70 -$80. 


PRICE 



"One thing for sure is that the GBA is drawing huge interest and is sure 
to set shops on fire during its first few weeks of release. ,, 



GBA GETS DOWN 

With such little activity on the 
N64 front for some time now, it 
seems that the GBA has taken 
an eternity to reach Australian 
shores, but it's finally here. 

Nintendo are placing a lot of 
emphasis on the GBA and 
apart from the usual market 
strategies of point of sale 
material and conventional 
advertising, Nintendo have also 
organised demonstrators to 
appear in Westfield Shopping 
Centers to showcase the GBA's 
four-player link capabilities (just 
look for the person in the cool 
blue suit with GBA's hanging 
out of it!). 

While Nintendo are putting a 
lot of emphasis on the GBA, 
other companies are also using 
it to continue their line of 
products. Jack of All Games are 
using the GBA to release a new 
line of peripherals for the 
system ranging from car 
adapters to rechargeable 
handles for a better grip on the 
machine. Apart from the new 
line of peripherals, and some 


advertising by Nintendo, the 
launch of the GBA is relatively 
low key, despite its importance. 

When the PS2 was released 
there was a bombardment of 
advertising, but with the GBA 
Nintendo are doing minimal 
advertising and letting word of 
the system circulate mainly 
through magazines and 
newspaper reports. One thing 
for sure is that the GBA is 
drawing huge interest and is 
sure to set shops on fire during 
its first few weeks of release. 

Another facet of the 
Australian launch of GBA has us 
getting Kuru Kuru Kururin, a 
game that was released in 
Japan, but won’t be going to 
the US. Nintendo of Australia 
are also having a small 
retailer/press event at their 
Aussie HQ on June 22nd, which 
will be relayed to either the US 
or Japan via a direct feed! 
Australia really seems to be 
taking the Australian gaming 
industry by the horns (a good 
thing in our book!). 



HANDHELD HEAVEN 

The worldwide success of the 
GBC was unparalleled, and the 
GBA has already shown that 
the trend of Nintendo dominant 
handhelds will continue for the 
next few years. 

But the GBA introduces a lot 
more to gaming than improved 
graphics and better sound, the 
GBA is an innovation. The GBA 
offers the opportunity to 
expand multiplayer experiences 
to up to four players (with one 
cartridge no less), and it will 
also be compatible with the 
GCN. Although the GBC was 
compatible with some N64 
games, this next generation of 
compatibility promises to offer 
an experience that is unique 
when the two systems work 
together. 

The bottom line is that the 
GBA helps to usher in a new 
era of handheld gaming, and 
with the help of the GCN will 
propel Nintendo back to their 
coveted position as Kings of the 
videogame industry, a position 
that Sony merely kept warm. 
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Here we have the 
very fast and 
promising Pinobee: 
Wings of Flight 


F-Zero Adavnce 
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back to 2D after so many 3D 
wrestling titles may take a bit of 
getting used to. 


CASTLEVANIA: CIRCLE 
OF THE MOON 

You may know the two 
Castlevania games released on 
the N64 but this game is a 
return to the classic 2D style. 
You choose to play either of 
two vampire hunters who must 
rescue their vampire hunter 
teacher from Dracula. 


KONAAAI KRAZY 
RACERS 

A fun racer in the style of Mario 
Kart but instead features some 
of Konami’s most well known 
characters such as Gomen from 
the Mystical Ninja series. 
Promises to be a great game 
although somewhat 
overshadowed by Mario Kart. 


IRIDION 3D 

Iridion made an appearance on 
the GBC a few years ago but 
Iridon 3D proves that a lot has 
happened since then. The side¬ 
flying action that was seen in 


THE 

LAUNCH 

LIST 


through a maze, but a genuine 
and intriguing challenge. 

PINOBEE: WINGS OF 
ADVENTURE 

Developed by Artoon whose 
employees include a lot of 
people from the original Sonic 
Team, Pinobee takes 
platforming in a new direction 
with fast-paced high flying fun 
for the GBA. 

TONY HAWK'S PRO 
SKATER 2 

Based on the Tony Hawk 2 
game that appeared on PC, 
Dreamcast and PlayStation, this 
game is absolutely amazing and 
features most of the aspects 
from the console titles including 
manuals, and a full range of 
objectives. 

FIRE PRO WRESTLING 

What can be said about Fire Pro 
wrestling except that it follows a 
line of successful Fire Pro 
games. Wrestling fans will 
particularly love the opportunity 
to experience wrestling on a 
handheld although the change 


SUPER MARIO 
ADVANCE 

For the uninitiated this is simply 
a port of Super Mario Brothers 
2 from the NES, a game that 
allows you to choose one of 
four characters; Mario, Luigi, 
Peach and Toad based upon 
their various attributes. The 
game also includes a version 
of the Mario Brothers arcade 
game which marked the 
first appearance of Luigi. 


F-ZERO: /MAXIMUM 
VELOCITY 

Another Nintendo game that 
has appeared before, both 
on the SNES and the N64. 
Follows the exact same 
premise as its fore-bearers with 
awesomely designed tracks 
and insanely fast racing. A 
look and feel amazingly 
close to the SNES version. 


KURU KURU KURURIN 

An original puzzle title in which 
you guide a twirling stick 
through a maze. 
Straightforward in the sense 
that all you do is guide a stick 
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the original has been dumped 
for a space shoot-em-up 
perspective that uses the GBA's 
scaling effects, and the game 
plays a hell of a lot faster. 

PITFALL: THE MAYAN 
ADVENTURE 

It all started with the Atari 2600 
all those years ago as classic 
gamers well know, and this title 
follows the same formula that 
made that game such a success. 
Jumping scorpions and riding 
minecarts has never seemed so 
much fun. 

READY 2 RUMBLE 
BOXING: ROUND 2 

First appearing on the GBC and 
later on the PS2 and Dreamcast 
R2R 2 hasn't changed a lot in 
that the game is about boxing 
for the world championship. 

But, the game features special 
moves and different character 
personas which breaks up an 
otherwise boring formula 

CHU CHU ROCKET 

A version of the popular 
Dreamcast game where you 


must direct mice to a spaceship 
whilst protecting them from evil 
cats. A fast-paced puzzle game 
that features great link-up 
possibilities. 

GT ADVANCE 

CHAMPIONSHIP 

RACING 

A realistic racing game with real 
cars and life-like backdrops. 
Race around city streets or 
speed across the outback 
screeching rubber and abusing 
other drivers. Features a 
fantastic game engine that 
requires you to have some 
semblance of skill in driving. 
Guess I'm stuffed. 

RAYMAN ADVANCE 

Amazing looking platformer 
with the popular French 
character Rayman. Runs at 60 
fps and plays like a homage to 
retro gaming but with animated 
backgrounds and four layers of 
parralax scrolling. 

TOP GEAR GT 
CHAMPIONSHIP 

Racing game based on a 


Japanese racing circuit 
with licensed cars and 
teams. Showcases the 
power of the GBA with 
competitive racing as cars 
are often running in groups 
of three or more, instead of the 
normal race-by-yourself element 
which really tests your skill. 

TWEETY AND THE 
MAGIC JEWEL 

This game plays in a style that is 
similar to the Mario Party idea as 
you try to rescue Tweety from 
an evil witch of sorts. Featuring 
a whole heap of mini-games 
and classic characters from the 
Warner Brothers universe this 
game should appeal to 
lovers of party games. 

STAR WARS: JEDI 
POWER BATTLES 

Based on the Dreamcast and 
PlayStation games of the same 
name you choose from one of 
three characters and have a 
lightsabering romp over ten 
different levels fighting off the 
Trade Federation and collecting 
power ups. 
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THE HISTORY OF 


Andy takes time out from his strange 
Mario obsession to tell you a tale... 


A fter almost 
twenty years 
on the gaming 
curcuit and with 
millions of games 
sold, Mario is still 
at the peek of 
popularity. But 
read on to find out 
where it all began, 
and how a legend 
was born. 
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release of Donkey Kong 
is that originally it was 
to be known as Monkey 
Kong although someone 
mis-translated the name 
and Donkey Kong was 
born. A perhaps more 
famous story is that 
Mario was to be known 
as Jumpman but was 
renamed after the 
landlord of Nintendo's 
offices, Mario Segali. 






n | t Nintendo Gamer the crew 
| claim to know a lot of 
things but in reality there 
are only two things that we 
actually know. What are these 
two things? Well for one the 
crew is well aware that if you 
drop a piece of buttered toast its 
going to land on the buttered 
side, and two; Mario is the most 
influential and important 
character for Nintendo. 

People may start screaming 
that Pikachu is as well known as 
Mario, and that might be true. 
But the fact is that at less than 
six years old Pikachu has yet to 
prove his worth as Mario has, a 
character that has been around 
for almost 20 years. 


LET THERE 
BE..JU1ARIO 

The Mario story started in the 
1980's. While people in 
Australia were working on 
perfecting the mullet and 
modelling the latest pair of 
mockosons down at the beach, 
a rising Shigero Miyamoto was 
hard at work on the game that 
started it all - Donkey Kong for 
arcade. 

The Mario story goes that 
Miyamoto was hired by 
Yamauchi as a favour to 
Miyamoto's father who was a 
good friend. Miyamoto was 
given the task of modifying the 


boards for Radar Scope, a game 
that sold poorly and left 
Nintendo with an excess of 
arcade machines. Miyamoto 
came up with the idea that we 
now know as Donkey Kong, a 
game that would launch Mario 
and even Donkey Kong to 
amazing heights of success. 

Experiencing great success in 
Japan and America with Donkey 
Kong Nintendo released a 
sequel featuring Donkey Kong 
Jr. (who would become Diddy 
Kong) in which Mario was the 
villain and held Donkey Kong in 
a cage for Kong Jr. to rescue. 
After Donkey Kong Jr. was 
released Caleco purchased the 


rights to publish the game for 
home consoles while Atari 
purchased the rights for 
computer games. This caused a 
problem with Universal who 
sued Nintendo and Coleco 
claiming they had the rights for 
King Kong and that Donkey 
Kong was a breach of these 
rights. 

To keep the story short 
Coleco settled out of court 
while Nintendo continued and 
ended up winning a US$1.8 
million counter suit, the Judge 
believing that Universal did not 
own the rights to King Kong 
and sued under false pretenses. 

In 1983 Nintendo would 


make two more arcade games 
based on the original Donkey 
Kong game with Mario striking 
out on his own with Mario 
Brothers. 

This game was the first to 
feature Mario's brother Luigi 
and together they were 
established as the famous 
plumbing duo and ran around 
sewers collecting coins and 
avoiding turtles, lobsters and 
fireballs. 

1983 also saw DK return to 
being the object of a beating in 
Donkey Kong 3, where he sat 
on ropes in a greenhouse and 
you had to spray him in the rear 
(only without Kosta's patented 
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ttTHE ARRIVAL OF SUPER MARIO BROS. 3 WOULD 
SEE UNPARALLELED SUCCESS }} 


whips and chains) with bug 
spray so he would climb up and 
hit his head on a bee hive. 

THE NEW MARIO 

Because Mario was popular and 
recognisable it was only natural 
that he would be used as a 
main draw-card for the 
Nintendo's home system and he 
would help reinvented the US 
videogame market, becoming 
the first game cartridge to sell 
one million copies. 

Super Mario Bros, was also 
the game that introduced 
people to many of Mario's 
regular enemies, in particular 
Bowser. Bowser has played the 
bad guy in almost all of Mario's 
adventure's and other enemies 


introduced such as Pirahana 
plants, various Koopa's, and 
cannons can be seen in Mario's 
latest adventure, Paper Mario. 

Super Mario Bros. 2 was 
released late in 1987 and was a 
departure from the formula 
established in the first Mario 
Bros, with new enemies and 
bosses as well as the ability to 
play four different characters. 
What's interesting is that in 
Japan it was released as a 
continuation of Super Mario 
Bros, with more levels and extra 
enemies to fight. Although it is 
unknown why the games 
differed so dramatically, both 
still sold in huge numbers. 

Although before now Mario 
had seen great success, the 


arrival of SMB 3 in 1990 would 
see unparalleled success as the 
game sold over 15 million 
copies worldwide. Featuring 
over 80 levels and giving Mario 
a wide range of abilities that 
included flight. 

The game proved an instant 
success and had the added 
feature of including the original 
Mario Bros, arcade game as a 
multi-player option. SMB 3 was 
the last Mario title to be 
released on the NES but the 
world would not have to wait 
long for the next Mario 
adventure as Super Mario World 
arrived on the SNES in 1991. 

THE CHANGING FACE 
OF MARIO 

Super Mario World 
was an important 
game for the SNES 
as it helped to 
establish its 
presence in the 
console market; a 
presence that 
would continue to 
dominate in a 
similar way the 
NES did which 
outsold other 
consoles 10 to 1 . 
Super Mario 
World took 
advantage of the 
new 16-Bit 
console with much 
higher resolution 
and smoother 


visuals, a huge world and even 
the use of transparency effects. 
The game also had a much 
wider colour pallet than 
previous games and showed off 
the SNES's scaling techniques 
for the backgrounds. The game 
also marked the first appearance 
of Yoshi, another mainstay to 
the Mario universe. 

After four successive 
platform games Mario found 
himself in a change of scenery 
with Super Mario Kart released 
in 1993. Mario Kart introduced 
many people to the idea of a 
fun and 'kiddy' looking racer 
where you could collect items to 
attack other drivers. But, the 
game could be extremely 
competitive with the correct 
peripheral allowing up to four 
players. Mario Kart also featured 
the much talked about mode-7, 
a technique featured in many of 
the new CBA games. 

After a three year vacation 
from the marketplace Mario 
would return to appear in Super 
Mario All-stars in 1994 and 
Yoshi's Island: Super Mario 
World 2 in 1995. All-stars was 
an amalgamation of the three 
Mario titles on the NES and 
featured Super Mario Bros. 2: 
The Lost Levels which was a 
conversion of the Japanese 
released Super Mario Bros. 2. 
Yoshi's Island was a prequel to 
Super Mario World as you take 
control of Yoshi, with baby 
Mario on your back and guide 

































ft It looks as though Mario is in good 
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him through the game. The 
story involves a different enemy 
than Bowser with Kamek the 
Magikoopa trying to kill Mario 
as he is being delivered to his 
parents by stork mail. 

The next Mario title was a 
true landmark, featuring Mario 
in an RPG environment where 
he built up a party of members 
and traveled around in a three- 
quarter perspective. Super 
Mario RPG: The Legend of the 
Seven Stars was developed by 
third party and RPG experts 
Square, an indication of the 
strong relationship the two 
companies held at the time. 

Unfortunately Mario RPG 
never made it to Australian 
shores, but with the Nintendo 
64 released in the same year 
most eyes were turned towards 
a 3D Mario with the highly 
anticipated Super Mario 64. 

MIYAMOTO DOES IT 
AGAIN 

The Nintendo 64 may not have 
sold as well as the PlayStation 
but some of the games to come 
out on the 64 were landmark 
games and Mario 64 is a perfect 
example. Many people doubted 
that Mario would translate well 
into a 3D world but Miyamoto 
again managed to produce an 
amazing title that received near 
perfect scores around the world. 


The success of Mario 64 
showed that the plumber still 
had plenty of life in him and 
that he was still a major draw. 

Apart from Mario 64 there 
has been many other games 
released on the N64 from a 
remake of Mario Kart in 1996 to 
the more recent Paper Mario, 
that thrust him back into an 
RPG environment. All of these 
games feature the typical Mario 
'look' that we are now 
accustomed with and use a 
wide variety of characters from 
the Mario Universe such as 
Wario and Waluigi, the 
doppelgangers of Mario and 
Luigi. 

The constant bombardment 
of the N64 with Mario games 
has shown that the plumber is 
in no danger of losing his 
appeal and that he is ready for 
an appearance on GameCube. 

AND THEN SOME 

Even though Mario has 
appeared, if only briefly, in a lot 
of games for Nintendo's home 
console that is still seemingly 
not enough for the star 
crazed plumber. Mario 
has also appeared in 
numerous Game Boy games 
including Super Mario 
Land and Super Mario 
Land 2: 6 Golden 
Coins, as well as 


ports of the Mario Kart and 
Super Mario Bros. 2 games for 
GBA. On top of this Mario has 
even appeared in educational 
titles for the PC and Macintosh 
that helped children to type and 
spell. 

But, that is by no means the 
limit to Mario's infiltration into 
the videogame market because, 
as most people know, Mario 
also saw various incarnations on 
the Game and Watch series with 
a dual screen port of the 
original Donkey Kong arcade 
game and other titles such as 
Mario Bros. Cement Mixers. 

Mario has proven time and 
again that he has the power to 
pull in the big sales and with E3 
been and gone it looks as 
though the Mario franchise is in 
good stead for the future. While 
Mario has found himself in most 
landmark titles for Nintendo he 
recently took a step back with 
Luigi's Mansion being the 
current focus of the 
franchise. Wherever 
Mario goes from 
here one thing 
™ for sure is that he 
will continue to 
march along 
stomping his 
name in the 
annals of 
gaming 
history. 





Wario is the evil 
incarnation of 
Mario and also his 
enemy, he first appeared 
in Super Mario Land 2 as 
the bad guy who stole 
Mario's castle and can 
be found as a playable 
character in Games like 
Mario Tennis and Mario 
Kart 64. He also has his 
own games on the Game 
Boy with Super Mario 
Land 3: Wario Land 
(Mario was actually 
hardly in it), Wario Land 
2 and 3. Wario also had 
other games such as the 
puzzle game Wario's 
Wood and Wario Blast 
and also had a game on 
the ill-fated Virtual Boy, 
Wario Land VB (1995), a 
console that saw two of 
its own Mario games 
Mario Clash and Mario's 
Dream Tennis both in 
1995. 



























Too much videogaming can make your brain hurt, so we've compiled four pages of stuff you can dc 


Street fighter- Alpha: 
The animated series 


H H H 

As far as trends come and go 
Street Fighter is one that will 
never go away. This new series 
continues the story of Ryu who 
has lead a solitary existence in a 
buddhist monastery. That 
doesn't last long however, when 
his mysterious little brother 
Shon arrives, claiming that their 


mother has passed on, also an 
old friend Ken has conveniently 
arrived on the scene informing 
him that a tournament is to take 
place on an island fortress 
controlled by a power mad 
scientist. Ryu is reluctant to take 
part in the event because he has 
been struggling with an inner 


demon that he can not control. 
Despite, however, our hero is 
pulled in to the fray due to the 
usual mindless thugs that 
believe they can win. Also the 
usual elements of kidnap, 
betrayal and blackmail that 
make this series moderately 
watchable are there to engulf 
you that much more. 

Some old favourites of the 
popular franchise make an 
appearance such as Vega, 
Zangief, Dahalsim and Chun-Li 
(who plays an important part in 
the series). Also more recent 
characters such as the eager 
Sakura and an old enemy of 
Ryu's, Akuma, rear their heads. 

Despite it's lame dialogue 
and predictable story, the series 



is nicely animated and the fight 
scenes are put together with 
style. A trademark that is 
synonymous with this kind of 
anime. Those who are fans of 
the Street Fighter series will 
enjoy this instalment. 

■ Laurence Bennett 





Bardock, father of Goku 
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Piecing together what we can 
from flashbacks shown in other 
episodes, we know little about 
the history of the Saiyans and 
Goku's father. In this special 
movie, we get a look at the life 
of the Saiyan race on Planet 
Vegeta, and the events that led 
up to their destruction. 

Goku's father Bardock was a 
great warrior, who led a superior 
team of Saiyans as they 
conquered planets for Frieza. 
One of those was a planet of 
psychics, who they wiped out 
with ease, but not before they 
could change Bardocks life 
forever. One of the survivors 
decided to punish him by giving 
him the ability to be able to see 


the future, so that he would be 
able to see his own end 
approaching, the way his victims 
had seen theirs. 

With his new visions, 

Bardock realises the truth about 
Frieza and what he has planned 
for the Saiyan race, but will he 
be able to convince the 
others in time to prevent 
their impending 
doom? 

The answers are all 
here for those who have 
ever wondered where 
Goku and Vegeta came from, 
we even get to see a baby 
Kakerott and cute little Prince 
Vegeta! A must see for all fans. 

■ Kelly Starr 


























in between games to relax your cerebral cortex (and you can learn words like that!) check it out 



Ranma 
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Ranma Saotome is a young 
martial artist who is destined to 
carry on the 'Anything Goes 
School Of Martial Arts/ which 
means that he must unwillingly 
marry one of the Tendo 
daughters, who will inherit the 
Tendo Training Hall. The lucky 
girl is Akane Tendo, a boy- 
hating tomboy who is also not 
too keen on the idea. 

However, Ranma has worse 
things to worry about. While 
training in China he fell into the 
springs of Jusenkyo, where 
those who fall in will be cursed 
to take the body of whoever 
previously drowned there. 
Having fallen into a spring 
where a young girl once 
drowned, Ranma is now 
doomed to turn into a girl 
whenever he is splashed with 


1/2 


cold water. A 
splash with hot 
water will reverse 
the effect, but 
only until next 
time. 

The first 
tape in the 
Ranma 1/2 OVA (original video 
anime) series features the 
episodes The Curse Of The 
Contrary Jewel,' in which 
Shampoo and her meddling 
Great Grandmother try to trick 
Ranma into marrying her, and 
'A Tendo Christmas/ where the 
entire cast get together to 
celebrate the holidays. 

This unique story by is 
packed with non-stop fun and 
comedy all the way through, so 
crazy, you can't miss it. 

■ Kelly Starr 



Martian Successor Nadesico 



At first glance, Nadesico 
is your typical robot 
anime. The story 
follows the 
lives on the 
crew on 
board the 
Mobile 
Battleship 
Nadesico, a 
ship owned by a 
private company 
called Nergal. Set in 
the year 2195, Earth 
and its colonies on 
Mars and the Moon 
are at war with a 
mysterious enemy 
known as the 
'Jovian Lizards', 



who attack with unmanned 
weapons and possess superior 
technology. The main method 
of defense against these 
unmanned enemies is with an 
Aestivalis, a human piloted 
battle robot. 

Despite the constant battling 
and combat, Nadesico manages 
to keep a degree of comedy and 
drama in the story. Every 
member of the crew is 
somewhat eccentric. Many 
members of the crew are also 
anime fans, most of them 
obsessed with an 80's style 
robot anime called 'Gekiganger' 
which is referred to frequently 
throughout the series. 

Although the idea of flying 


through space and battling giant 
robots is a common theme, 
Nadesico's way of jumping from 
serious to silly in a matter of 
seconds and the inclusion of an 
anime within the anime, make it 
unique. From the detailed 


animation of the battle scenes 
to the complex story, this series 
has something for everyone. 
Good news for anime fans is 
that it is being released on video 
August 8th and later on DVD. 

■ Kelly Starr 
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Here's some more stuff you can do in your 'in-between-videogames-time' 
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KELLY 

Check out the local music scene, 
21st July in Byron Bay a huge 
Aussie music festival will rock! 


Nintendo 

Gamer 


Top Ten 


Get down and boogie with the crew... 


STEVE 

While over in LA I was lucky 
enough to find the new Ensign 
CD The Price of Progression, 
East Coast Hardcore at it's best. 
Definitely an acquired taste, but 
if you like your music served 
with energy, this is a great one 
to watch for. 



ANDY 

With confirmation that Brett 
Guerewitz is rejoining Bad 
Religion for another album what 
else could be in my player than 
Bad Religion Tested. A great 
track listing and a fine example 
of great punk, a true Bad 
Religion collectible. 



KOSTA 

Being the resident pimp here I 
thought I'd better pimp my own 
music site. 

http://www.mp3.com.au/Melbo 
urneJujitsuAcademy/ is the 
address so download this very 
cool new breakbeat music, and 
for free! Also check out the new 
Daft Punk album, very retro but 
very cool. 

LAURENCE 

Being the film nut that I em' a 
large part of my collection 
consists of soundtracks. The 
latest in my ever growing 
collection, Requim for a dream. 
Those who favour music with a 
touch of class look no further. 
The haunting and stark sounds 
are as eye opening as the film. 


O 
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Drunk People 

More specifically, drunk women 

The contestants have little or 
no morals 

Shower-cam 

Toilet-cam 

Bedroom-cam 

Constant use of the * Bleep* 

Did we mention shower-cam? 

You get to watch a bunch of 
idiots thinking they are cool 



STEVE 

Skating will always be in my 
blood, so obviously I'm 
always looking out for any 
local or international 
skating events, and soon 
the X games will be back 
bigger than ever, ahhhh 
Tony Hawk and Matt 
Salerno, does it get any 
better? 

ANDY 

Behind the nerdy 
classes there lies a body of steal, 
and what better why to test 
ones clutch on manhood than 
Rugby. Scoring the winning try 
last weekend never felt so good. 


KELLY 

I'm not one for physical activity, 
but being winter it's a good 
time to go to the local oval and 
kick the footy around, just for 


the mud and the joy of playing 
‘stacks on'. Did I mention that 
you have an excuse to slide in 
the mud? 

KOSTA 

Sports? Call me when the next 
Olympics are on. 


Let’s get physical, physical, I wanna... 


LAURENCE 

An evolved being such as my 
self doesn't believe that one 
should sweat for supposed 
fun. The only part of my 


body that gets any exercise is 
my wrists. Before your mind 
ends up in the gutter, you 
wouldn't be able to play N64 if 
it wasn't for your wrists. 
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What movies the crew are watching or waiting for 


STEVE 

Joe Dirt was an awesome 
movie, if it's still on at your 
cinema I strongly suggest you 
check it out, otherwise, when 
the DVD version hits store 
shelves I'll be lining up for my 
piece of mullet loving action, 
David Spade is rad! 

ANDY 

I'm hanging eagerly for Final 
Fantasy due out July 19th. Sure 


final Fantasy is largely 
associated with PlayStation but 
if you've seen a trailer for this 
movie you know it will rock. 

KELLY 

Final Fantasy! Final Fantasy! I 
admit it, PlayStaion or not, I'm a 
huge FF fan and I can't wait to 
see the movie. Hopefully it will 
be better than the FF anime 
they made several years ago, 
that was an awful effort. 


KOSTA 

Lord Of The Rings is something 
I've been anticipating for a long 
time. I remember being excited 
well over a year ago whilst 
downloading a so-called 
"trailer". Turns out it was a fan 
made piece of rubbish that 
showed crappy screens with 
text. 

LAURENCE 

The Mummy Returns is my next 
film of choice, the Indiana Jones 
of now. Brendan Frasier is 
perfect as the goofy hero and 
The Rock as the formidable 
Scorpion King. What more can 
any popcorn muching movie 
goer ask for? 


TRAILER TRASH WIG WEARIN 
ACID WASH JEAN LOVIN' 

ROCK CONCERT T-SHIRT SPORTIN' 

HERO 



Lemon 
kward 




I t has nothing 
to do with 
Ninja's but 
manages to 
somehow still 
include them 
along with more cliches than 
Kosta has enemies. A Vietnam 
veteran gone bad, his war 
buddy on the other side of the 
law, warring gangs, undercover 
cops, sex scenes where the guy 
wears his shoes, a cop out for 
revenge, and intra-gang rivalry, 
this movie has everything 
except quality. The acting 
makes Anna Nicole Smith look 
like Judi Dench, and there is 
crappy stunts without the 
stunts, and steady-cam with 
out the steady. A true lemon. 




What the crew likes to turn their eyes square with 


STEVE 

Simpsons and Futurama is about 
the only good thing on 
television, and unfortunately 
Futurama is only on Pay TV at 
the moment, thank god for 
VHS. 

ANDY 

Usually I'd say Buffy (yes I'm a 
wimp), but instead I’ll say 
Gideon's Crossing (see told ya). 
This compelling medical series 
has me hooked and gets me 
psyched before Angel (nerd 


KELLY 

After having it in their 
possession for 
months, SBS have 
finally decided to 
show one of the 
coolest new 
anime's, 

Bubblegum 
Crisis 2040. From now 
on, another rocking 
episode every Saturday 
night. Woo hoo! 

KOSTA 



mWlMt A IM/A 

Also I catch Late 
Night with David 
Letterman when I 
have the time. 

LAURENCE 

As TV becomes 
a bottomless 
toilet-bowl the 
only shows that I find are 
worth watching are Star Trek: 
Voyager and DS9. Yes I'm a Star 



Survivor is over, Big Brother 
kinda sucks so all 1 watch now is 
Simpsons and more Simpsons. 

Wars fan at heart but 1 find if 
you want sexy cyborgs, Trek is 
where it's at. 
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Kelly’s 1 

MAILBAG 



KELLY'S 

RANT 

W ell this month was a 
biggie, because of E3, 
and when Kosta and Steve 
came back I got presents!! 
Check out my ultra cool 
squishy GameCube and sexy 
GameCube top, cool huh? 


Kelly Starr can help you with any Nintendo or life related questions, just ask... 


O BAD ASS IS 
SEXY 

To the wicked Nintendo Gamer 
team, I love your magazine, it's 
simply the best. I love the huge 
reviews (other mags go down to 
four small boxes on one page) 
and I reckon that it's really good 
how you included Game Boy 
Advance previews in you mag. 
Please keep doing so, even 
when the GameCube is out. But 
there is one thing that does not 
make your mag perfect, and 
that is that Bad Ass guy. It's 
probably better if you have a 
beautiful sexy nurse girl with a 


low cut top and a short skirt. 
This is really a way of showing 
how Nintendo and your mag 
have changed (Conker's Bad Fur 
Day, new crew etc.) Anyway, 
can you please consider that? 
Me and my friends reckon that 
will be cool. Please answer these 
questions: 

1. My friend tells me that the 
PS2 is hard for developers to 
work with, it's not selling well, 
the graphics are jagged and 
they only have a few good 
titles. Now that means the 
GameCube will beat the PS2 
right? 


2. One of the things I like best 
is Formula One, and I like FI 
Racing Championships, will it be 
out on the Game Cube or Game 
Boy Advance? 

3. Why did Rare not accept 
another James Bond game? 

4. Will having a smaller size disk 
reduce the price of the game? 

Michael Salo, WA 
Well Michael, glad you like 
our mag. You may find that 
the reviews have been cut 
down a bit, but now that we 
are featuring all things 
Nintendo, we need the room 
to fit more in! Your idea for a 
nurse girl is nice, but what 
would we say to the guys who 
used to do Australian Station 
magazine when they find out 
that we stole their idea? 
Besides, unless we stole their 
picture I would have to dress 
up, and we don't want that. In 
answer to your questions: 

1. Yes the PS2 is hard to 
develop for, programmers 
need to have a good 
understanding of assembler if 
they want to work with it 
properly, this does make the 
GameCube seem more user 
friendly, but only time will tell 
which one will sell better. 

(Our money's on GameCube!) 

2. No word yet, but it could be 
possible in the future. 

3. Rare feel that they would 
rather work on their own ideas 
than somebody else's. When 
they were originally offered 
another Bond game, they were 
busy working on a secret 
project of their own, which 
turned out to be Perfect Dark. 


4. Although it is cheaper than 
the cartridge format of the 
N64, the mini-DVD's will cost 
around the same as most other 
DVD's to press, and because of 
the Australian dollar at the 
moment, you can expect 
games to cost around $80-$90, 
but again that could change. 

oa u x iCK 

I will make this real quick, in 
issue 39 there was a letter from 
some guy entitled ‘Is This 
Right?' and one of his questions 
was "is there a way to fix a 
wobbly joystick?" This has 
happened to me so I wrote a 
letter to Nintendo and they 
wrote back telling me to call 
1300 362 746. They will discuss 
the service procedure with you. 

I know this will save people 
money, I returned two 
controllers to Nintendo and they 
replaced them free of charge. 
Well that's all, I hope I helped 
some people. 

Braydon Zirker, NSW 
Aren't Nintendo nice guys? 
Dodgy joysticks are a common 
problem, so this is a good 
number to remember. The 
same thing happed to me and 
I pulled my controller apart to 
fix it myself, the results were 
not good. Everything Nintendo 
make comes with a lifetime 
guarantee, so if anything is 
faulty they will always repair 
or replace it for you. Another 
good reason to purchase only 
Nintendo products and 
accessories. 
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QLONG WINDED 

To the N64 Gamer's brothas 
and sista. 

I've been reading N64 Gamer 
since issue 1 and I thought it 
was about time I pulled my 
finger out of my arse and wrote 
a letter to you guys. I have seen 
this magazine start at its humble 
beginnings (when Steve O'leary 
was still editor) right through to 
what it has evolved into today, 
and that is what I want to talk 
about...changes. When N64 
Gamer first started out, it was 
pretty much an N64-only 
magazine but now you have 
sections like Pokemon, Game 
Boy Gamer, Bad Ass' Basement 
and the Super Happy Anime 
Show Review. I just want to 
touch on the sections that 
people have been pissed off the 
most about. 

Pokemon. You either love 
them or hate them. Now I know 
heaps of people that have 
written in saying that they love 
Pokemon heaps and ask 
everybody to leave them alone 
or they can't stand them and 
would love to kill them all, but I 
want to add my two cents 
worth. I hate Pokemon as much 
as the next person (personally I 
would like to gather up all the 
Pokemon merchandise in the 
world, set it alight and dance 
around the flaming mass, 
shouting names and laughing 
hysterically), but I learnt to live 
with them because the truth is 
that they are here to stay - its 
as simple as that. If I can live 
with them, then so can the rest 


of you. Get over it because if 
you get hung up on something 
as stupid as this, then you are 
just as childish as the audience 
the show is aimed at. 

The other section I want to 
touch is the Super Happy Anime 
Show Review section. I just 
want to say congrats on finally 
putting a section that reviews 
movies from the wonderful 
world of anime. I've noticed 
couple of people have been 
complaining about this section, 
saying that it is not relevant to 
the rest of the magazine. To all 
those people out there that 
have dissed this section, let me 
ask you; Have you ever seen a 
Japanimation movie? Because I 
guarantee if you go and hire 
one out, you will suddenly 
change your mind. These 
movies rock and they are way 
better than other movies 
because: 

1. They have heaps of swearing. 

2. The chicks get naked all the 
time. 

3. The violence is more graphic. 
Once again, those people out 
there who have dissed this 
section, you may not realise 
this, but one of the greatest 
movies of all time, The Matrix, 
was actually based on an anime 
movie called Ghost In The Shell. 
Watch The Matrix and then 
watch this movie and you will 
see the similarities. So you see, 
Japanimation has always been 
with us and forever will be. 

Hopefully after everybody 
has read this, they will stop 
writing in and complaining (and 
hopefully some of you will go 


r . 




Letter of the Month! 


THE JOY OF 


^THE JO 
KZELDA 





I have recently discovered the | 
joy of the Zelda games. 

After recently getting 
Majora's Mask by mistake 
for my birthday, I played it* 
to find 

it was quite a challenge, 
which is why people play games anyway. But I wasn't used to 
the game yet, so I used my initiative (not to mention this 
magazine), and swapped Smash Bros, for Ocarina of Time to 
a friend for a while. I was instantly hooked again so now, as 
an aspiring novelist, am trying to write a novel about what 
happens in Hyrule while Link is in Termina. As I haven't 
finished either game, and will probably finish the 
novel before both games, I have a few queries about the 
finished game. I am yet to finish Woodfall Temple in MM and 
am trying to get all of the chickens in OoT. 

1. Who the hell is Link's love interest, Zelda or Saria? 

2. Is the Deku Royal family in OoT? 

3. Are the Indigogos or something similar in OoT? 

4. At the start of Majora's Mask, they say Link is looking for 
a friend. Do you have any idea who this is or could be? 

5. How do Ganondorf, and his Ganon form die? (ie. By 
sword, by a song etc) 

6. Does the Deku Tree get revived? How? 

7. Zelda told me that you get a wish if you use the Triforce. 
What was Link's? 

Thanks a lot. I got the information about the Indigogos and 
Ganon from my friend, in case you were wondering. Good 
luck to this magazine and keep up the excellent work. 

Kev - via email. 

You got Majora's Mask by mistake? What were you trying 
to get? At least you ended up with a good deal, the Zelda 
games rock. That's cool that you are writing a Zelda novel, 

I write a lot of fan fiction myself, its good fun. In fact, 
there's a web site called www.fanfiction.net that is a great 
place to read and write fan fics, you should consider 
posting some of your work their for others to read and 
review. Our resident Zelda expert Steve helped me answer 
some of your questions. 

1. They never really tell you anything, so I guess its up to 
you. Most people think that he loves Zelda, but there are 
others who disagree. Some even say he loves Malon, what 
do you think? 

2. No they're not, their first appearance is in Majora's Mask 

3. No there's nothing like the Indigogo's in OoT 

4. He's looking for Princess Zelda 

5. Link delivers a blow to him with the sword of time that 
kills the Ganon form, then Princess Zelda entraps 
Ganondorf into an 'unbreakable' seal 

6. An offshoot of the Deku tree begins to grow, with its 
youth also comes all of the Deku Tree's spirit and wisdom 

7. His wish is to go back to his life as a boy. 

Kev can you send us your address so we can send you 
your prize! Just email us again at gamegeeks@next.com.au 

Winner of the letter of the month, Kev, picks up a 
Gamester N64 Pack (including a steering wheel and a 
rumble/memory pack). Keep those letters coming! 
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Notable Quotables 


“I would just like to say that Conker's Bad Fur Day is not for 
people over 15 years of age only because I have the game 
and understand just about everything that is said and done in 
it, and I don't find any of it that offending." 

Adrian Hickey, Aged 12, Victoria. 


"What the hell do you think your doing? Never writing my 
letters that I send nearly every month. If you don't write this 
one I'll go buy a Sega Saturn and turn crazy from boring 
games, gameplay and graphics." 

Mick, Adelaide. 


"A few weeks ago I went and bought WWF No Mercy.the 

point I am making here is that why did the makers of the 
game release the god damn thing if there was a fricken error 
in the game. What bastards! I shelled out S95 for that cart 
and for what, a game that does not do what it supposed to 
do!" 

Lisa Wilken 


"I am 13 years old and know that the reason the Princess 
and Mario never hit it off is because she's hot for Wario but 
is too afraid to admit it." 

Matt 'Madman' Tognazzini, Vic. 


"I reckon that Wario's and Waluigi's 'Mama-Mia' is better 
than Mario's 'Mama-Mia'. I mean, Wario and Waluigi say it 
like ‘I hate you you stupid opponents', and Mario says it like 
'How much do I get paid for saying this?' Actually, I think 
that the Wario Bros, are much better than the Mario Bros." 
Joachim Worthington and Dane Wickens, NSW. 


"I have collected your mag for ages and I think it is really 
looking cool, I hope the new mag looks even better because 
the GameCube will rock" 

Daniel Weckslar, NSW. 


"When are companies going to realise that we deserve good 
games? After all this time Tony Hawk 2 is coming to the N64 
but everyone will be sick of it by then because its been out 
on other consoles for ages. Why don't stupid companies 
realise that we deserve good games on all consoles? I mean, 
they bring out crap like Batman of the Future but won't bring 
out games like Spider-Man and Harvest Moon." 

Chris Carman, QLD. 


"I was on the internet the other day and I saw that a lot of 
the stuff from N64 Gamer is released on the internet a few 
weeks after the mag comes out. It was at 
www.hyperactive.com.au which I noticed there are adds for 
every issue." 

Ivan Charlesly, TAS. 


"I think that it's stupid how there are no N64 games coming 
out when its still ages before the GameCube is released. 

What are we going to do in all that time? Do Nintendo want 
us to go and buy a PlayStation so we have something to do? 

I think they should make companies put heaps of N64 games 
out before Christmas." 

Sam Lawler, VIC. 

J 


out and hire a Japanimation 
movie and you'll see what I've 
been talking about). Besides, 
we should ask Nintendo Gamer 
about the most important thing 
in our lives at the moment and 
that is GameCube. This is the 
only thing that matters right 
now, and not whether you love 
or hate Pokemon or the anime 
section. I've put more than my 
two cents worth in, so I will just 
finish off, saying that the new 
Nintendo Gamer crew rock and 
I fledge full support in what 
decisions you make for the 
future of this magazine because 
I know whatever decisions you 
do make, they will be the right 
ones. Keep up the good work. 
Craig Hannaford, NSW 
P.S. Could you tell me what 
GCN stands for? I know it has 
something to do with the 
GameCube. 

P.P.S. Do you have any idea 
how many games will be 
released at the launch of the 
GameCube? 


Wise words you said about 
the people who complain, it's 
just a waste of time and 
effort. Just sit back and cruise 
through life I say, let the 
morons do what they like. 
However I must correct you on 
one point. The Matrix was not 
actually based on Ghost In 
The Shell. Its true that they 
feature the same idea, but it is 
actually a common theory that 
has been done several times 
before, in many different 
forms. 

As for GCN, the GC bit stands 
for Game Cube, as you could 
probably guess, and the N 
actually stands for Nintendo. 
Although it is the Nintendo 
Game Cube, which would 
logically be NGC, they started 
calling it GCN. Go figure. 
Regarding the number of 
games that will be available at 
the launch, we have no solid 
word right now, so the 
number may still grow, but 
there will be at least fifteen. 


Ah, another intelligent 
anime fan. It just goes to 
show that those who have 
been enlightened by anime 
spend less time worrying 
about trivial matters. All of us 
here are huge anime fans, 
though not for the same 
reasons you are... 


□ PERFECT 
ZELDA 

Dear Nintendo Gamer, 

What a fantastic magazine 
indeed. The reviews, the 
updates, the constant taunts to 
copy cat PlayStation. It all adds 
up to a truly enjoyable 
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magazine. Nothing is perfect, 
nor am I. I think your magazine 
should consider the fact of a 
longer buyers guide containing 
a larger variety of games. In my 
opinion, I find this section a 
fairly crucial part. I do believe 
variety is a good collection of 
N64 games. 

I have a thought that must be 
shared: In all magazines 
Goldeneye has a higher 
percentage than Zelda in their 
buyers guides. Do you honestly 
feel that a shooting game could 
possibly be better than Zelda, 
the most creative game ever 
made? I must find the crews 
opinion about that because 
Zelda is pure Nintendo quality. 
Sorry this is long, however I 
have a few questions to ask: 

1. What would be the cost of 
the GameCube when it comes 
out (I know its expensive)? 

2. When will the third Zelda 
come out? 

3. What is the best Zelda cheat 
you know of (I don't mean to 
be too sneaky)? 

Navid Ghanooni, WA. 

Well there goes my 'nobody 
reads the buyers guide theory', 
but I'm afraid we'll be retiring 
it to make room for bigger and 
better things. Don't worry, it 
will be an improvement. As 
for our opinions on Zelda, I 
know that Steve believes that 
nothing can be better, Zelda is 
number one is his book. 
Personally I prefer Zelda too, 
although you can't compete 
with Bond for multiplayer fun. 

1. GameCube shouldn't cost 
any more than $500, it was 
announced in the US to be 
$200, so Aussie pricing will be 
a bit higher, we'll have to wait 
and see. 

2. You'll probably see the next 
one in 2002. 

3. There are no real cheats for 
Zelda, and none of us here use 
cheats much anyway. 

0 FREAKY 
CULT 

Hiya! 

I've always respected originality 
so I won't start off by saying 
something like 'Dear Nintendo 
Gamer', so I'll just blab about 
the other people who write into 
your rather festive magazine. 



In ish #39, 'Dean' with the 
almighty Blame Sony song, now 
that's the creative mind going to 
work, that my friend was fun to 
sing to in the shower. Costa, 
you've got just enough brain 
cells to write a letter, by all 
means bad mouth Pokemon (it's 
a real turn on) NOT! You're 
barely in high school and you’re 
a body builder! (who likes 
Pokemon?!?). Why is it every 
single Nintendo based magazine 
has people constantly going on 
about "Pokemon suck" 

Pokemon this, Pokemon that, 
maybe someone out there just 
loves them for what they are 
and the kick ass games that 
they're in. 

Yes as for PlayStation, why the 
hell would you buy a PS2 when 
you can buy a DVD player for 
half price and have a 
GameCube/N64 for your play 
time? 

Which reminds me: 

1. When is Paper Mario coming 
out? 

2. In your review of PM64, you 
stated that Luigi was in the 
game, can you play as him? 

(and what is he so moody at 
Mario for?) 

3. Is the editor Steve available? 
(he’s pretty cute). 

Nintendo needs more female 
based commercial scams, the 
other day one of my mates said 
(and I quote) "Nintendo should 
be some kind of cult." If it is, I'll 
join up! I used to belong to a 
cult, it was the cheerleading 
bubblegum cult in school, I was 
there until I got kicked out for 
not fully moisturizing and 
cleansing! If anybody wants to 
join my cult please reply. Freaky 
people welcome, you can put 
your hand down now Lorry.... 

Natalia Silva , ACT 
Hmmm, well I always said that 
the weirdest people come 
from the ACT, and I think I 
may be right. At least you 
have the right idea when it 
comes to loving Nintendo and 
picking on PlayStation. That's 
too bad about your 
cheerleading bubblegum cult, 
hopefully your Nintendo one 
will do a lot better. I'm sure 
you and Lorry will have fun 
together. 

1. Paper Mario will be 
released in November. 

2. Luigi is in the game, but 


you can't play as him or have 
him in your party. Why is he 
so moody? Cause Mario 
always gets more attention 
from Princess Peach than he 
does. 

3. Steve thinks he is going out 
with Joanna Dark, so 
technically I guess he's not 
available until he learns the 
difference between fantasy 
and reality. 

0 TO NINTENDO 
GAMER, 

I love your mag, every month 
I'm always waiting outside the 
newsagent for your mag. My 
favourite section was ‘Bowsers 
Bulletin', but with its sad 
departure I am now turning to 
the letters page. I reckon all the 
Gamer crew are cool, but my 
favourite has to be * Kelly 
Starr*. I miss the old crew a lot, 
they were cool, but you guys 
are cooler. I'm not writing this 
letter to win anything 
(although I'd like too) I'm 
writing to congratulate you on 
the success of your magazine. 
The anime section is looking 
good. If you decide to get rid 
of the magazine because of the 
upcoming GameCube, PLEASE 
DON'T!!! This mag is my life, 
my source of power, don't go 


when the GameCube comes out 
please! Anyway, I was just 
wondering if you could answer 
some questions that have been 
bugging me! 

1. Will Rare be making games 
or GameCube? 

2. How much will the 
GameCube cost? 

3. Do you know if there is going 
to be a Dragonball Z game for 
N64 or GameCube? 

4. Why has Rare made Conkers 
Bad Fur Day so much more 
mature than any of their other 
games? I like it! 

5. Will Game Boy Advance be 
released at the same time as 
GameCube? 

6. What is the Zelda title going 
to be called or GameCube? 

7. Are there going to be many 
Pokemon games on 
GameCube? 

8. Is there going to be more 
than one Mario title on 
GameCube? 

9. Are there going to be any 
other games like Conkers Bad 
Fur Day on the GameCube or 
the N64? 

10. Why would Nintendo make 
Paper Mario when you could 
get Mario 64 for the same price 
and Mario 64 is a much better 
game? 

11. Why isn't Rare making 
anymore games (sob sob)? 
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12. Could you make a bonus 
booklet with an A-Z for all 
games with cheats on the N64 
for your next issue? 

13. How much will Tony 
Hawk's Pro Skater 2 cost? 

14. Will the GameCube be 
better than the PS2 and the 
Dreamcast (be honest)? 

15. Will there be a Rugby 
Union game on GameCube? 
Rugby Union rules, League sux! 
Sorry for asking so many 
questions, but I'm a very curious 
person. I hope this letter gets 
answered soon cause I need 
answers! Anyway, thanks for 
reading, I wish this magazine a 
great future. From a die hard 
fan, 

Harry O’Neill, NSW. 

Well Hazza, flattery will get 
you everywhere, but try not to 
overdo it, you might choke on 
your straw. But as you can 
see, the release of the 
GameCube is going to make 
this mag better than ever, we 
aint going anywhere so you 
won't lose your life just yet. 
Here are the answers to your 
questions, nosey little guy 


aren't you? 

1. Of course they will, Rare 
are a second party developer 
for the Big N, if they didn't 
make games for GameCube, it 
simply wouldn't be Nintendo 

2. As mentioned before the 
US price is $200, so hopefully 
it won't be anymore than 
AUSJ400. 

3. Well there have been many 
DBZ games made for many 
consoles in the past, and a 
game is on it's way to GBA! 

4. Because Rare love to do 
new things and explore new 
areas, I guess they knew what 
the public wanted to see, and 
decided to go for it. They 
wanted to prove that the 
Nintendo is not just for kids. 
Of course, we already knew 
that. 

5. No way! The Game Boy 
Advance will be released much 
sooner, June 22nd in fact. 

6. We don't know the title of 
this yet, but it should be 
great! 

7. You bet! Nothing has been 
confirmed, but you can be 
sure that the 'Cube will host 


plenty of Pokemon. 

8. Definitely, Mario hasn't let 
us down yet has he? You can 
be sure that we will see lots of 
him on the 'Cube (we'll know 
more after Spaceworld 2001) 

9. With Conkers being such a 
success. I'm sure that some 
simular style games will pop 
up (maybe something like, 
Conker's Other Bad Day?!?) 

10. Says who? Paper Mario is 
different, but not necessarily 
worse. It depends on what 
kind of games you like, some 
people prefer the Paper Mario 
style of game play. 

11. !!?? What are you talking 
about boy? Who told you that 
nonsense? Rare are still 
making games. 

12. We'll see, hopefully we 
can do some special features 
like that soon. 

13. It will set you back 
$69.95 (well worth it!) 

14. Honestly, the GameCube 
is a more powerful machine 
than both the PS2 and the 
Dreamcast. In technical terms, 
it comes a close to the Xbox, 
but when it comes to quality 


games you know Nintendo 
will be number one. 

15. There are no plans for a 
Rugby game, but with EA 
developing for the GameCube, 
anything is possible. 

As for the difference between 
League and Union, I'm a 
Melbourne girl so I have no 
idea what you are talking 
about. Kick the ball like a real 
man I say! 




THIS MONTHS GAME, 'THE PERFECT GAME' IS A UNIQUE IDEA WITH 

AN ORIGINAL STORY. 


★ The perfect game, my game. Everyone knows that the 
perfect game needs the basic elements, to keep to the 
formula, but always with a twist in the tale. We need a plot, one 
that takes us from the past, to the present, to the future. We need 
worlds that draw the player in and characters we can believe in. 

But, most of all, we need originality, the key that unlocks the sacred 
realm. A game that is pure, brilliant, will make this realm a place of 
immense beauty, but one that is evil, one that strays from the 
formula, will make it a place of misery. 

As the ledgend begins, a man emerges into the world for the 
first time. His eyes, which have never been exposed to natural 
light, struggle to focus. His limbs, weak, barely support his feeble, 
pale structure. This is you, the player, the result of a 25-year-old 
project conceived and devised by a twisted scientist. You have been 
kept away, stolen as a baby, and kept as a guinea pig for reasons 
unknown to you. 

But as your years slipped away like grains of dust, you have 
been exposed to great knowledge. Without the distractions of the 
outside world, you have developed skills far surpassing that of the 
average human. But as soon as your 25 years as a lab rat ends, you 
are cast out from all you know to fend for yourself. But living for 
yourself is no game, is it? Your skills that you have developed are 
both mental and physical, and you realise that you'll find out what 
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there is to be known and reap vengeance on the one whom 
imprisoned you. 

What follows is the development of your strength, learning of 
the world outside the books and screens of your past and the 
discovery of ones like you. This game is designed to be dark, to 
draw you in like a good thriller movie should. You discover dark 
evils and twisted conspiracies that all point to the end of humanity. 
You feel you begin to learn the truth, that this is real. This feeling 
points to the knowledge that what your playing is the perfect 
game. 

Robert Birrell, NSW 

Well Robert, I'm not sure what you're on about at the start 
there, but it seems like you've got the right idea. This idea is 
certainly original, and has a lot of...well, something. At any 
rate, I like your twisted mind. 


SPECIAL MENTIONS FOR CREATIVE AND 
WELL PLANNED GAME IDEAS: 


Sim Theme Park Person, from Bill Gill 
Sim Martian, from Navid Ghanooni 
Special thanks to Adam O'Brian for the lovely present, 
which censorship prevents us from publishing. 



























W in your own copy of this 
cool platformer from Ubi 
Soft by simply answering a 
question and sending it in. if 
you are lucky enough to have 
your name drawn from the pile 
of envelopes on the floor then 
you will win yourself one of five 
copies of Rayman Advance. 


How many knees does 
Rayman have? 

SEND ENTRIES TO: 

Completely legless competition 

C/O Nintendo Gamer 

78 Renwick St 

Redfern 

NSW 2016 
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MONKEY 


of the 
Month 


He is a 


muscle who lives to 
conquer games. If 
you're stuck in a game or 
you want to cry about 
something, 

The 

next person to send a glitch or 
cheat in will be pulped. 

Send mail to Bad Ass at Nintendo 
Gamer badass@next. 


■Mr. Ass, 

Abuse you about your low 
intelligence? I didn't even say 
anything about your 
intelligence. It's clear that you 
have a low opinion of yourself 
but if I were as incompetantly 
pathetic as you I would have a 
low opinion of myself too. And 
why do you call yourself The 
Hitman? Is that because you're 
so stupid you always hit your 
head on things? The first great 
Fairy gives you the Mask of 
Scent and if you want to finish 
the Snowhead Temple I will 
enlighten you. After getting the 
fire arrows return to the room 
where you first rolled across the 
bridge as Goron Link after first 
coming in. Melt all the ice in 
the room and a chest will 
appear with a key. Now that 
you have the key you will need 
to raise the platform to 
continue. To do this find the 
room with a white platfrm in 


the middle and melt the ice so 
you can go through a green 
doorway. Continue down here 
and light the torches on the 
way and melt ice monsters and 
you will come across a switch 
that will raise the pillar. I'm 
sure you can figure the rest out 
within the next ten years so 
take a hike fool, and you keep 
your little fantasies and wet 
dreams to yourself about me 
being a fag. 


TO ASS r 

I know that you are going to abuse me about my low 
intelligence, but could I just remind you that without your 
list of contacts that answer these questions Hugh would 
have a higher amount of functional neurons than you. But I, in my 
infinite wisdom, have decided not to humiliate you any further and 
just cut the crap and get on with my question. In Zelda: Majora's 
Mask, I am stuck on the Snowhead Temple. I have defeated the 
mini-boss and got the fire arrows, but am unable to get the boss 
key and work out a way to move the lift up to the top (it blocks off 
the way up). Also, what does the Great Fairy give you at the first 
temple. 

The Hitman. 

PS. You're a fag 
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TO BAD ASS, 

Q You are a cheap, rotten, 
lowlife, overstuffed, 
ignorant, bug eyed, fat 
assed sack of monkey @#!% so 
I don't expect much from you. 
But, I am curious to know if 
you are the guy that has to 
dress up in the Humphrey Bear 
suit to earn a living? But after 
further inspection I realised that 
you wouldn't be able to fit your 
fat ass in the bear suit. I was 
wondering how do you get the 
cloaking device cheat in the G5 
building on Perfect Dark. 
Thomas Gellert, Vic 
■Mr. Ass, 

Well you're a funny guy aren't 
you Thomas? But I suppose that 
when you grow up molesting 


your teddybear you get a bit 
warped in the head , you sicko! I 
think you need to see a 
psychiatrist because if you 
imagine that I'm the one in the 
Humphrey Bear suit its obvious 
that you have some sexual 
fasinatio with muscly men like 
me and bears. You're pathetic. 

To get the cloaking device in PD 
finish the G5 building level on 
agent in 0:59 seconds or less 
and you will unlock the cheat, 
or just use the GBC game to 
unlock through the transfer pak. 
Unfortunately for you the 
cloaking device isn't real and 
won't hide your sorry, lame, 
ugly, sick, and disgusting face 
from the rest of the world. 


TO BAD ASS, 

I'm going to be straight 
with you, I suck at the 
Nintendo. I have been 
playing Zelda OoT for a long 
time and I need to know how 
to get to Saria. And I have one 
more question (I'm new so 
don't bag me for this) who's 
Hugh? Anyway that's all I have 
to say. 

Kokin Girl 64, Vic 
■Mr. Ass, 

When you first start the game 
you meet Saria when you exit 
your house, you idiot or is that 
too much credit that I assume 
you have figured out how to 
use the analog stick? You again 
meet Saria when she gives you 


an Ocarina and when she 
teaches you Sana's song. If you 
haven't got Sana’s song you 
need to find her in the lost 
woods and if you have then you 
still need to be in the Lost 
Woods to find the Forrest 
Temple. Basically you poor 
excuse for a gamer you need to 
go to the Lost Woods. Is that 
clear enough for you or do you 
need Hugh to go to your house 
and beat it into you? And I 
can't believe you don't know 
who Hugh is, he is my pet 
monkey and will track you 
down and throw feaces at you 
for asking such a stupid 
question. 





TO BAD ASS, 

Q l have had Pokemon 
Stadium for almost a 
year and I had almost 
finished round 1 except one of 
my friends erased it so once 
again I had to finish it and 
everything has been done apart 


from Poke Cup Master Ball. Can 
you tell me what Pokemon to 
use so I can finish it. 

Azza, SA 

■Mr. Ass, 

Your friends erased it and you 
come running to me, what a 


wuss! Did you write in 
before or after you 
went crying to your 
mummy or just in 
between the days of 
wimpering you did over 
your experience? I can 
imagine your ' friends' 
now deleting your game 
while pointing at you 
and laughing, "look at 
the little loser" they 
probably said. But what 
I’m gonna do for you is 
give you the best 
Pokemon type to use in 
the last four rounds, if 
you can't get up to 
them you have no 
hope. Round 5- Electric, 
Ground, Psychic. Round 
6- Water, Fighting, Electric. 
Round 7 - Bug, Electric, Fire. 
Round 8- Electric, Ground. If 
you can't win using these type 
of Pokemon then it proves my 
hypothesis that you are a waste 
of space. 


DEAR BAD ASS, 

We have had Mario 
Kart for a long time. 

We don't know how to 


ft 

) 




get into the second level. 

Angus and Ned 
■Mr. Ass 


You are so pathetic that I feel 
sorry for you, so sorry in fact 
that I can barely bring myself 
to make fun of you. To unlock 
the second level you have to 
finish in the top four in the first 
competition, which you are 
obviously having trouble with, 
try plugging the controller in 
because it helps the car handle 
better. 
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Powerpuff Girls 
Bad Mojo Jojo ^ 


★ UNLIMITED SUPER 
ATTACK 

From the main menu select 
New Came then enter your 
name. Now, select Enter Cheat. 
Enter: 

GIRLPOWER 

★ UNLOCK 
BUTTERCUP 

From the main menu select 
New Game then enter your 
name. Now, select Enter Cheat. 
Enter: 

CHEMICALX 

★ PLAY AS BUBBLES 

Enter: 

BOOGIEMAN 
As a password. 

★ SEDUSA TRADING 
CARD 

Enter: 

SEDUSA 
As a password. 


★ PLAY AS MAYOR 

Enter: 

BROCCOLOID 
As a password. 

POWER UPS 

Enter: 

EBWORLD 
As a password. 

★ ROACH COACH 
TRADING CARD 

Enter: 

ROACHCOACH 
As a password. 

★ SUBURBAN HOME 
TRADING CARD 

Enter: 

TOWNSVILLE 
As a password. 



Pokimon Stadium 


^ ★ GET 
RARE POKEMON 

Beating the Rival Cup the first 
time will yield a rare Farfetch'd 
Pokemon with Baton Pass. The 
second time you beat the Rival 
Cup (Round 2), you'll be 
granted a Gligar with the 
Earthquake move. Both of these 


moves are not normally learned 
by these Pokemon, making 
them super useful and very rare. 

★ FIGHT YOUR RIVAL 

Once you beat all the Cups in 
Stadium Mode and all of the 
trainers in Gym Leader Castle, 
you will unlock a special Rival 
Cup in the lower right corner of 



Chicken Run 



★ INVISIBILITY 

To make yourself invisible to Mr. 
and Mrs. Tweedy, enter the 
following medals into the 
Password screen: 

Crown 

Bronze 

Honor 

Valor 

★ UNLIMITED TIME 

At the password screen, enter 
the following medals to acquire 
unlimited time: 

Diamond 

Honor 

Cross 

Crown 

★ SKIP STAGES 

Enter the following medals on 
the password screen: 

Honor 

Valor 

Bronze 

Silver 


This will allow you to 
skip to the next stage by hitting 
the SELECT Button during the 
pause screen. 




POKBMON 

★ FREE 

BOOSTER PACKS 

Go to a computer in 
one of the Gyms. Find 
the menu that has 
japanese writing and 
then numbers next to 
each one. If you click on 
any of those items you 
get a booster pack 
every time! 
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the main map. Click on it to 
take your team against the 
mega-tough trio of Mewtwo, 
Ho-oh and Lugia. 

★ NEW START-UP 
SCREENS 

Beat all of the cups in Stadium 
mode and you'll unlock a special 
title screen. Do it again in 


Round Two, and you'll see yet 
another start-up. 

★ HARDER MINI¬ 
GAMES 

Challenge your computer 
opponents to a Hard seven-coin 
Mini-Game battle. If you win 
the game, another difficulty level 
will be unlocked: Super Hard. 
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Options. Banjo's head is behind 
the OP in the word OPTIONS. 
As you move the cursor left and 
right you'll get a glimse of 
Banjo's head. 

★ VERY EASY MODE 

From the main menu select 
Options and then Cheats. Enter: 
VERYEASY 

Your game will be very easy 
now. 


CONKERS lAD FUR DAY 


CONKER'S FILTER 
FUN 

Take a break from drinking in 
the "Cock & Plucker" and enter 
some popular swear words to 
receive some funny comments 
from the game. 

★ UNLOCK "IT'S WAR" 

From the main menu select 
Options and then Cheats. Enter: 
BEELZEBUBSBUM 
You'll unlock the level "It's 
War" in Chapters. 

★ USE CONKER IN 
WAR OR RACE MODE 
Go to the options menu and 
enter the cheat code screen. 
Enter: 

WELLYTOP 

If you entered the code 
correctly the guy will say 
something like "Yeah, that's 
right". You will now be able to 
select Conker in the Total War 
mode or the Race mode. 

★ USE THE FRYING 
PAN IN RACE 
MULTIPLAYER MODE 
From the main menu select 
Options and then Cheats. Enter: 


DUTCHOVENS 

When you enter the Multiplayer 
mode and select Race you'll 
have the Frying Pan instead of 
your default weapon. 

★ UNLOCK GREG THE 
GRIM REAPER 

From the main menu select 
Options and then Cheats. Enter: 
BILLYMILLROUNDABOUT 
You can now select the skeleton 
and Greg the Grim Reaper in 
Multi-player rounds. 

★ UNLOCK SPOOKY IN 
CHAPTERS MODE 
From the main menu select 
Options and then Cheats. Enter: 
SPANIELSEARS 

You can now enter Chapters 
and select Spooky and play Mr. 
Death's level. 

★ UNLIMITED TAILS 

After meeting death you will 
make tails appear on hooks 
scattered throughout the game, 
collecting a tail will give you an 
extra life. However, if you leave 
an area after collecting a tail 
and then return that tail will 
reappear and you can continue 


to do this until you can get as 
many lives as you think you can 
get away with. 

★ BANJO'S MOUNTED 
HEAD 

While your in the Cock and 
Plunker (aka. the main menu) 
take a look above the Fireplace. 
You'll notice Banjo's head 
mounted above the fireplace. 
Move your cursor until it says 


Antx »V^| 

' * 

★ PASSWORDS ,y 

10 

KGQQ 

Level 

Password 

11 

DLGQ 

02 

BCCB 

12 

CBHG 

03 

DQGH 

13 

JBJG 

04 

HGGF 

14 

PLDP 

05 

NBFG 

15 

LFGB 

06 

KGBF 

16 

DQLD 

07 

QGJJ 

17 

CLPG 

08 

GQHG 

18 

DLHD 

09 

FLDP 

19 

LFQS 



Paperboy 

ENTER THE 
FOLLOWING 
PASSWORDS TO 
ACTIVATE A CHEAT 

★ CARTOON SOUNDS 

THUNK 

★ GIANT NEWSPAPER 

SUNDAY 

★ ROCKET BOOSTERS 

COFAST 

★ SCREAMING 
OBSTACLES 

SCREAM 

★ SELECT LEVEL 

MAXSUBS or OBVIOUS 

★ UNLIMITED PAPERS 
ON ALL LEVELS 

NOBUNDLE 
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Buck Bumble 


★ EASY WAY TO 
DESTROY BEES 

Wait for them to get very, very 
close to you (as they get ready 
to hit you) and use your 
weapon with star-type ammo to 
shoot them. You will hit them 
99.9% of the time. If you 
shoot them and they hit you, 
you will not lose as much health 
as normal. 

★ PLAY AS DARK 
STINGER 

Before the title screen appears, 
Hold Z + the Analog-stick up 
and press C-Up, C-Right, C- 
Down, C-Left, C-Left, C-Left, 
C-Left, C-Left, B, A, B. If you 


did it correctly you will hear a 
sound. 

★ SPECIAL GUN 

In mission 6 pick up the nuclear 
device and then while carrying 
the device fly up towards the 
mountains to a steel like drum, 
fly over the drum and a special 
gun will appear and some 
ammo with it! 

★ SPECIAL GUN 

In mission 6 pick up the nuclear 
device and then while carrying 
the device fly up towards the 
mountains to a steel like drum, 
fly over the drum and a special 
gun will appear and some 
ammo with it! 



Conker’s Pocket tales 



★ BONUS MUSIC 

■BC Without pausing, stop 
■ playing the game to 
hear the theme music 
from Donkey Kong 
Land and Donkey Kong 
Country. 

• LOCATION OF ALL 
PRESENTS IN WILLOW 
WOODS 

In Willow Woods, a present is: 

• On the left side of Conker’s 
house 

• Gift from the Forest Guardian 
(after speaking with him for the 
first time) 

• Awarded after successfully 
completing the Windmill puzzle 

• Located on the right side of 
the Forest Guardian's house (a 
reward for beating the target 
practice game within the 
Windmill) 


• Located on the second floor 
of Forest Wong's house in 
Spooky Forest 

• Gift from the resident of the 
first house in Mushroom Village 

• Located in the a room of the 
second house in Mushroom 
Village (the reward for 
completing puzzles in the first 
room) 

• Located in the southeast 
corner of the playing area by 
the whirlpool (the reward for 
defeating Histamean in 
Mushroom Village and for 
speaking with Evil Acorn) 

• RESTORE HEALTH 
Save the game when low on 
health. Then reload saved 
game. (Note: If Game Boy loads 
a game that has been saved by 
Game Boy Color, the file will be 
deleted- D'oh!) 
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Bomberman 

★ BONUS BATTLE 
LEVELS 

To get four new battle levels, 
get 100 gold cards and beat 
Altair on Easy mode. Then beat 
Rainbow Palace to unlock two 
new battle levels. To access the 
other two battle levels do the 
same thing in Hard mode. 

★ EASY WAY TO BEAT 
ALTAIR 

When Altair combines with his 
ship at the beginning kick a 
bomb at him and he will be 
dizzy. Go up to him and pick 



44 

him up (like a 
bomb) and thi 
him off the edge and you win! 

★ ENDGAME BONUS 

Get all the Gold Cards then beat 
Sirius in the Rainbow Palace and 
go to the menu screen and 
select Options. This allows you 
to view credits and play two 
new levels in battle mode. 

★ MAXED OUT MODE 
Get all 120 gold cards and go to 
the options menu. The last 
position will now be replaced by 
a new option. With this option 
on you can start any level with 
red bombs, remote bombs, 
eight bombs, and almost every 
bomb power you can get in the 
game. 

★ QUICK RECOVER 

When Bomberman is dizzy, 
move the analog stick around 
until he recovers. 




Buzz Lzo;irv=:>:t op 
Star Co.mm;kil> 


★ LEVEL PASSWORDS 

Level 2 BBVBB 

Level 10 

Level 3 CVVBB 

LBVBB 

Level 4 XBVBB 

Level 11 

Level 5 YVVBB 

MVVBB 

Level 6 GBVBB 

Level 12 

Level 7 HVVBB 

7BVBB 

Level 8 3BVBB 

Level 13 

Level 9 4VVBB 

8VVBB 
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Mario Tennis 


UNLOCK 
HIDDEN COURTS 

To unlock the hidden courts in 
Mario Tennis, you'll need to 
play and beat several stages in 
the game. 

Warehouse Court: Beat all of 
the Mario characters with a 
Mario character to get this 
court. 

Castle Court: Get 60 points or 
higher in the third level of 
Shooting Star. 

Jungle Court: Get 60 points or 
higher in the third level of 
Banana Bunch. 

Tropics Court: Get 60 points or 
higher in the third level of 
Target Shot. 

Star Court: Get all of the medals 
on the Clear Status screen. 

★ UNLOCK MARIO 

To get the ultimate tennis 
player, you'll need to finish the 
entire Mario Tour in Singles. 

★ UNLOCK PEACH 

To unlock a playable Peach, 
beat the entire Mario Tour in 
Singles. 


★ UNLOCK SPECIAL 
RACKETS 

When you become a member of 
the Travelling Team, go visit the 
man hanging out near the pond 
in the upper right corner of the 
Training Court. You will be 
challenged to a racket-swinging 
contest where you have 10 
seconds to swing your racket. If 


you swing it 100 times in 10 
seconds you get the silver racket 
and if you swing it 150 times in 
10 seconds you get the gold 
racket. 

★ USE THE TRANSFER 
PAK TO UNLOCK 
CHARACTERS 

If you have the N64 and GBC 


versions of Mario Tennis you 
can use the Transfer Pak to 
unlock new characters. In order 
to transfer certain players, you 
will have to unlock them first in 
the N64 version of the game 
then pop the GBC cart into the 
Transfer Pak and download your 
new characters. 


Batman: 

Total 

Chaos 

★ LEVEL PASSWORDS 

Enter the following codes at the 
Password screen to be taken 
directly to the corresponding 
level. 

Level 2: Batman, Batmobile, 

Batman, Batcycle 

Level 3: Batman, Batcycle, 

Batgirl, Batcycle 

Level 4: Batmobile, Batmobile, 

Batman, Batmobile 

Level 5: Batmobile, Batcycle, 

Batgirl, Batgirl 

Level 6: Batcycle, Batcycle, 

Batman, Batgirl 

Level 7: Batcycle, Batgirl, 

Batgirl, Batman 
Level 8: Batgirl, Batcycle, 
Batman, Batmobile 




★ BASEBALL TRAILS 

Enter the code WLDWLDWST 

★ BIG BASEBALL 

Enter the code BCHBLKTPTY 

★ BLURRY GRAPHICS 

Enter the code MYEYES 

★ DARK MODE 

Enter the code WTOTL 




★ FLYING PLAYERS 

Enter the code FLYAWAY The 
players will fly back to the 
dugout after they get an out. 

★ LIZARD TEAM 

Hit the sign that says "Win a 
Lizard" in Kaufmann Stadium to 
turn the team into lizards. 



Perfect Dark 


1 
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★ TRANSFER 
PAK CHEATS 

Use your Game Bboy 
version of Perfect 
Dark to unlock four 
cheats on your N64 
version of Perfect 
Dark. Use a Transfer 
Pak and download 
your information 
from the Game Boy 
version to the N64 
version. This will 
make four cheats 
available. 

Cloaking Device 
Hurricane Fists 
R-Tracker 

All Guns in Solo mode 


r- 

fa, 

CJ 
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Subscribe 


Offer Ends 22nd August 2001 


SUBSCRIBE NOW, for your lucky chance to win th 
highly acclaimed RAYMAN ADVANCE and youcvery 
GAME BOY ADVANCE thanks to UBI SOFT. 


How To Subscribe to Nintendo Gamer. 


1. CALL US TOLL FREE on; 

1300 36 11 46 (Monday-Friday) 

9am-5pm EST and have your credit card ready 
For subscription enquiries call (02) 9699 0320 

■ At time of payment the subscription coupon becomes a tax invoice. Keep a copy of the 
coupon for tax invoice purposes. 

Please allow 4-6weeks for first delivery 


2. Fax a copy of the completed 
form with your details to: 

02 9699 0334 


3. Email your name and address 
with your credit card details to: 
subs@next.com.au 


4. Cut or Copy the form 
opposite and post it with a 
cheque, or money order, or 
your credit card details to: 
Nintendo Gamer Subscriptions 
Reply Paid 634, 

78 Renwick St 
Redfem 
NSW 2016 
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Issues 


at $49.00 inc GST saves 
you over $33.00 

That's like getting FOUR issues FREE!! 



Yes! I want to subscribe to Nintendo Gamer 


Offer ends 22nd August 2001. 


Please tick: EH I'd like to subscribe for myself &/or: EH I'd like to send a gift subscription for: 

□ 12 issues $49.00 

Enclosed is a cheque/money order made payable to Next Publishing for $_ 

Or charge my credit card for $ 

Card No: 


I I Bankcard EH Mastercard EH Visa Expiry Date:, 
Name as it appears on Card:_ 


Signature:, 


Offer only available to Australian Residents. Expires: 22nd August 2001 PLEASE PRINT: 

My Full Name:_My Telephone Number: ( )_ 

My Address:_Suburb/Town:_ 

Postcode:_My Email Address:_ 


Please send a Nintendo Gamer Gift subscription to: 

Full Name:_ 

Address: 


Telephone: ( )_ 


Suburb/Town: 


Postcode:, 


NingQfll 


Tax Invoice. Next Publi$hing Pty Ltd. 78 Renwick St, Redfern, NSW. 2016. ABN 88 002 647 645 

Terms and Conditions: 1. Entry is open to residents of Australia except employees and the immediate families of Next Publishing Pty Ltd and its agencies associated with the promotion. 
2. Only entries completed with these Terms and Conditions will be eligible. 3. Entry is by subscribing to Nintendo Gamer magazine from issue 1 August 2001 only. 4. Competition 
begins at 9am 26th June 2001 and entries close at 6pm 22nd August 2001. 5. In determining eligibility the judge's decision is final and no correspondence will be entered into. 6. 
Winner will be drawn at 9am 17th September 2001 at Next Publishing Pty Ltd, 78 Renwick Street, Redfern NSW 2016. 7. Prizes must be taken as offered and are not redeemable for 
cash. 8. Five winners will receive a Game Boy Advance RRP $199.00 and a copy of Rayman Advance RRP $79.95 each. Total prize value $1394.75. 9. The promoter is not responsible 
for misdirected or lost mail. 10. The winner will be notified by mail and results published in the November issue of Nintendo Gamer (onsale 17th October 2001). The promoter is Next 
Publishing Pty Ltd ABN 88 002 647 645 of 78 Renwick Street, Redfern, NSW, 2016. 
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Next Issue 



■■■. I _ I 


Sega's arcade smash 
Super Monkey Ball for 
Nintendo GameCube. 




□ Also 


More E3 news, Nintendo 
gets ready for Spaceworld 
2001, Tendo Globe and a 
special surprise comic strip 
exclusive only to Nintendo 
Gamer Magazine. 
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□ More GBA Reviews 

Every launch title. 


□ Also 

An interview with Vicarious 
Visions the team behind 
Tony Hawk for GBA. 


□ Cheats 

We give you cheats for 
every Nintendo system. 


□ Feature 


Nintendo products that 
never made it. 
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GAMES ONLINE 














Available soon on Nintendo 64 and Nintendo GameBoy Advance. 


Pre-order your copy now. 
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[GAME BOY advance 


[Kvvk's back. And this time he’s brought new pros (Caballero, Koston, Mullen), new tricks (Biuntslides, 
Zr'73 Noseslides + Tailslides, Hurricanes, Heelflip Varials, Melon Grabs, Airwalks, Judos, etc.) and 
\ new technology (Real-Time Skatepark Editor, Create-A-Skater). Build a skatepark in your house. Then 
shred it (the park, not the house). Build your own pro (mullet or not, you decide). Then compete against 
the real ones. You’ll also find sick new terrain, insane videos and a Career Mode where you earn cash 
money to move up in the rankings. THPS2, taking you to levels that were once reserved for mere legends. 
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